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Introduction 


ROLE PLAYING IN TOLKIEN’S WORLD 


INTRODUCTION 


The Middle-earth Role Playing system (MERP) is designed to in- 
troduce people to fantasy role playing (FRP) in J.R.R. Tolkien’s 
Middle-earth. It is suitable for those who have never before played a 
fantasy role playing game, as well as more experienced gamers who 
are looking for a realistic, easy to play fantasy role playing (FRP) 
system designed for relatively low level adventures (1st-10th levels). 
It contains complete rules for handling most of the common situa- 
tions that arise in FRP games, anda variety of tables that add a great 
deal of flavor and detail to a game without decreasing playability. 

J.R.R. Tolkien’s Middle-earth provides an ideal setting for a fan- 
tasy role playing game. It is a reflection of our world as we perceive it, 
as well as a construction of mythology by a great and learned man. 
Middle-earth is itself undying, living in the minds of all who tread its 
paths. Each reader adds to it his or her own vision. It is only natural, 
then, to use this ineredible foundation in a fantasy role playing con- 
text. In this way those close to Middle-earth can experienceit inanew 
way, filling the gaps and discovering the mysteries that have always 
concerned them. 

The Middle-earth Role Playing system (MERP) is supported by a 
variety of play aids. Such products can decrease the time and effort 
required for the creation of an exciting game, and increase the 
amount of realism and detail obtained during play. These play aids 
include I.C.E.’s Middle-earth Campaign Modules, which provide a 
wealth of material concerning specific sections of Middle-earth. 
L.C.E.'s Middle-earth Adventure Modules provide specific areas and 
sites for adventures that are complete and ready to run. 

In addition, LC.E.'s Rolemaster Systems provide an expanded 
combat system, an expanded spell system, a more flexible character 
development system, and guidelines for a campaign game or larger 
scale game. These systems allow MERP to be expanded to handle 
higher level characters and to increase the variations and options 
available to the Gamemaster and the players. 


WHAT IS A FANTASY ROLE PLAYING GAME? 

The easiest way to understand a role playing game is to think of it 
as a work of fiction such as a novel (ora play, or a movie, etc.). In a 
novel the author determines the setting of the novel along with theac- 
tions of all of the characters andthus the plot; however, in a roleplay- 
ing game, the author (called the Gamemaster) only determines the 
setting and some of the basic elements of the plot. The actions of the 
characters (and thus the plot) are determined during the game by the 
game “players” and the Gamemaster. Each of the “players” controls 
the actions of his “player character", while the Gamemaster controls 
the actions of all of the other characters (called non-player 
characters). Thus each player assumes the role of (role plays) his 
character and the Gamemaster role plays the non-player characters. 
In other words a fantasy role playing game is a "living" novel where 
interaction between the actors (characters) creates a constantly 
evolving plot. 


The Gamemaster also makes sure all of the characters perform ac- 
tions which are possible only within the framework of the sctting that 
he has developed (his "fantasy" world). This is where the "fantasy" 
part and the "game" part come into the definition of a fantasy role 
playing game. A Gamemaster creates a setting which is not limited by 
the realities of our world, and thus the setting falls into the genre of 
fiction known as “fantasy”. However, the Gamemaster usually uses a 
set of "rules" which define and control the physical realities of his 
fantasy world. The use of these rules turns the process of creating the 
role playing “novel” into a game. 

Thus, a fantasy role playing (FRP) game is set in a fantasy world 
whose reality is not defined byour world, but instead is defined bya 
set of game rules. The creation of the plot of a FRP game is an on- 
going process which both the Gamemaster and players may affect, 
but which neither controls. The plot is determined through the inter- 
action of the characters with oneanother and the FRP game's setting. 

Since fantasy role playing is a game it should be interesting, ex- 
citing, and challenging. Thus one of the main objectives of a FRP 
game is for each player to take on the persona of his (or her) player 
character, reacting to situations as the character would. This is the 
biggest difference between FRP games and other games such aschess 
or bridge. A player's character is not just a piece or a card; in a good 
FRP game a player places himself in his character’s position. The 
Gamemaster uses detailed descriptions, drawings and maps to help 
the players visualize the physical settings and other characters. In ad- 
dition each player character should speak and react to the other 
players as his character would. All of this creates an air of involve- 
ment, excitement, and realism (in a fantasy setting of course) 

The Gamemaster has been described as the limited "author" of the 
FRP game; actually, he functions as more than this. The 
Gamemaster not only describes everything which occurs inthegame 
as if it were really happening to the player characters, but he also acts 
as a referee or judge for situations in which the actions attempted by 
characters must be resolved. The Gamemaster has to do a lot of 
preparation before the game is actually played. He must develop the 
setting and scenarios for the play of the game, using the game rules, 
and either material of his own design or commercially available play 
aids. Until the players actually encounter certain situations during 
play, much material concerning the setting and the scenario is known 
only to the Gamemaster. In addition, the Gamemaster plays the roles 
of all of the characters and creatures who are not player characters, 
but nonetheless move and act within the game setting. 

The players each develop and create a character using the rules of 
the game and the help of the Gamemaster (for the character’s 
background and history). Each player character has certain 
numerical ratings for his attributes, capabilities and skills. These 
ratings depend upon how the player develops his character using the 
rules of ihe game. Ratings determine how much of a chance the 
character has of accomplishing certain actions. Many of the actions 
that characters attempt during play have a chance of success and a 
chance of failure. Therefore, even though actions are initiated by the 
Gamemaster and the players during the game, the success or failure 
of these actions is determined by the rules, the characters’ ratings, 
and the random factor of a roll of the dice. 

Finally, a fantasy role playing game deals with adventure, magic, 
action, danger, combat, treasure, heroes, villains, life and death. In 
short, in a FRP game the players leave the real world behind for a 
while, and enter a worid where the fantastic is real and reality is 
limited only by the imagination of the Gamemaster and the players 
themselves. 
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ADVENTURING IN MIDDLE-EARTH 

You can be an Elf, or a Hobbit, or a Man, or even an Orc with 
Middle-earth Role Playing (MERP ). You can eat cakesin the Shire, 
peruse books in Rivendell, or fight Dragons in the Withered Heath, 
Rather than simply reading about the servants of the Evil One, you 
can do something to stop them. Battie the Black Riders or spy on the 
men of Mordor — whatever you think it takes to accomplish your 
mission. But remember, dangers abound! 

MERP stirs your imagination and transforms your dreams into ac- 
tion. Byletting you take partin theongoing drama, this game lets you 
step out of this world and stride boldly into Middle-earth. 


THE PLACE CALLED MIDDLE-EARTH 

Middle-earth (or "Endor") is the Middle Land, a continent in the 
world called “Arda” (“The Realm"). Created by Eru — theOne — as 
aland for his Children, Middle-earth is a magical place populated by 
all sorts of special folk and strange beasts. 

1n Middle-earth, immortal Elves, stalwart Dwarves, and simple 
Hobbits live amidst а varied lot of mortal Men, struggling to survive 
and prosperin the face of myriad threats: Orcs and Wargs, Trollsand 
Giants, Wights and Wraiths, Dragons and Fell Beasts, and of course 
the Lord of the Rings. Awesome incantations mold the landscape 
and affect the weather, while Rings of Power guard magical realms 
— or torture souls and drive Free Folk into Darkness. 


However, Middle-earth also resembles our Old World, for the 
land of Endor shares most of the woes and wonders associated with 
the younger "world of men." Greed, avarice, prejudice, hate, and 
fear all stand in the way of happiness. The ongoing struggle of Good 
versus Evil and the tests of Fate dictate the fortunes of the enslaved 
and free alike. 

This isa setting ideally suitedto heroic drama. It beckons brave, in- 
quisitive, adventurous souls to undertake quests of fame or fortune, 
or to endeavor to rescue unfortunate souls from the heinous grip of 
the omnipresent Shadow. 

So, by Eru, go forth andtry your hand at the pleasures and pitfalls 
of MERP! And may Eru be with you. 


Sample FRP Adventure 


A SAMPLE FRP ADVENTURE 


This section is an example of a famasy role playing adventure. The 
adventure is presented in the form of the dialogue between the 
players and the Gamemaster, with other actions and information in 
italics. This example does not detail some of the game mechanics and 
rules used to resolve actions. Examples of these mechanisms and 
rules are presented in later sections. 

The player characters are traveling on foot from Rivendell to Bree 
along the Great East Road carrying a shipment of fine Dorwinion 
wine and some Gort (an herb). The characters are: 

1) Boah Agonar, a male Elven Mage who dresses strangely. 

2) Ayitula Chinta Kari, a female Umli Animist with certain 
fanatic tendencies. 

3) Naug Zigildün, a Dwarven Warrior of unrevealed gender 
(to many, female Dwarves appear to be male). 

4) Droggo Nimblefingers Bracegriddle, a male Hobbit 
Scout; rude people might call him a thief. 

Any similarity between these characters and any persons (real or 
FRP), fiving or dead, may be pure coincidence. 

Near nightfal! about 30 miles out of Rivendell in the Trollshaws, 
the players decide to camp for the night. As the group leaves the road 
and enters the rough terrain to the north, a light rain begins to fall. 
After about 100 yards, they come upon a small ruined tower as even- 
ing approaches. The Group does not know it but 3 Orcs are in the 
cellar of the tower and are just becoming active as night falls. The 
following dialogueis an example of how part ofa fantasy role playing 
game might proceed. 


Gamemaster(GM): “You cometo the top of arise and see below you 
the ruins of a small tower in a shallow valley. The tower still has part 
ofits roof standing. A small stream runs through the valley and there 
are the usual shrubs and trees — pines, oaks, and the like." the GM. 
sketches out the valley and its contents on a sheet of paper. 


While the GM sketches the physical situation, the players discuss 
among themselves what to do. They decide that their general course 
of action will be to check out the tower as a shelter for the night and 
possibly alittle adventure. However, each player must take separate 
action with his character to accomplish this objective, with coordina- 
tion and cooperation handled by limited communication between the 
characters, 


GM: “What’s your plan, and how do you each prepare?” 

Droggo: “We are planning to scout out the tower for possible shelter. 
I will draw my short sword and move ahead of the others and scout 
out our route of approach, using available cover and moving as 
quietly as | can." 

Naug: “1 take out my crossbow and load it. I will cover Droggo and 
move up when he signals." 

Chinta Kari: "I draw my mace and shield and will move forward 
when Naug does.“ 

Agonar: “1 prepare and cast a Shield spell.” He rolls two special dice 
which together give a result between 01 and 100. “My casting гой is a 
28." He succeeds. 


GM: “Droggo, make a maneuver roll to see how well you sneak upon 
the tower.” Herollsa 47 (on the 01-00 dice), the GM rolls a 24 orienta- 
tion roll for the Orcs, indicating to the GM that nothing is noticed by 
either side. “You succeed and notice nothing unusual. You are now 
10 feet from the tower and have a good idea of the layout. The rest of 
the group may move up if you signal.” 


Droggo: “I back up slightly so that there is atree between me and the 
tower, and wave the rest of the group forward.” 


Rest of Group: “We carefully move up.” 


GM: "Each of you make a maneuver roll.” They roi 86, 35, and 46; 
the GM rolls a 62 for the Orcs; neither side notices anything but the 
Orcs are becoming more active and may move up the stairs and out- 
side soon. "You all move up and notice nothing unusual." 

GM: "Here is a sketch of the tower and the immediate vicinity. The 
tower is two storied and square. The side facing you has collapsed 
along with the second floor, but the other three walls and the roof are 
still relatively intact. The roof does have holesinit. The wall opposite 
you has a hole where the main door used to be. You can see alot of 
rubble but nothing else inside." 

The players (or GM) then mark their positions on the sketch. 

GM: "Everyone decide your action for this round." 

Droggo: “1 very slowly move up to the wall on the right hand side of 
the tower and look in, using the wal! for cover.” 

Мачо: “I move up behind Droggo with my crossbow held ready.” 
Chinta Kari: “I move up with Naug.” 

Agonar: “I move up with Chinta.” 
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GM: “Everyonemakea maneuver roll.” They roll 24, 89, 93, and 62; 
the Orcs roll a 65, and are still preparing to come up the stairs, "You 
all move to the end of the right hand wall and look around it. You see 
a 15 by 15’ interior with lots of rubble consisting of rocks, timbers, 
ruined furniture and other junk. There is what looks to be a large 
chest (about 4’x2’x2’) under the rubble directly across from you, near 
the end of the left hand wall. You also see what looks like stairs 
leading down from the far left corner. What do you dothis round?” 


Droggo: “1 move very slowly into the tower along the inside of the 
right hand wall watching the stairs.” 


Chinta Kari: “I cross to the left hand wall and begin removing the * 


rubble from the chest, searching for any magic items or loot”. 


Naug: “I aim between the stairs and the main door, so that I can fire 
at either if something happens.” 


Agonar: “I prepare my Levitate spell.” 


GM: “Chinta Kari and Droggo, make maneuver rolls.” Rolling well 
they roll 78 and 94; the Orcs roll a 73 and have finished getting ready 
and are Starting up the stairs. “Droggo, you notice nothing but you 
have quietly moved around to the main door. Chinta Kari, you 
moved over to the pile of rubble containing the chest and have re- 
moved the rubble and found nothing. What do you do this round?” 


Agonar: “I cast my Levitate spell and start to move up towards the 
roof.” He rolis a 54, and succeeds in levitating. 


: “I remain ready to fire." 


1 peek out the main door and listen for any noises.” 
Chinta Kari: “I try to open the chest.” 


GM: "It is really starting to get dark. Agonar, you rise about 4' this 
round, presenting a tempting target to any missile fire. Chinta Kari 
you realize that the chest is rusted but notlocked; it may make noise if 
you open it. Droggo, you see this when you peek out the door." The 
GM hands Droggo a note saying, you see nothing unusual outside, 
but you hear a slight clank duwn the stairs. “What do you do this 
round?" He rolls and determines that the Orcs are coming up the 
Stairs. 


Chinta Kari: "I open the chest very, very quietly and look inside." 
Droggo: "I duck behind the pileof rubble next to the doorand hide." 


Agonar: "I continue levitating to the roof, watching out for Shards 
(a mythical monster that terrifies Agonar)". 


Naug: "I continue to cover the stairs and door." 


GM: “Chinta Kari, make a roll.” She rolis a 12. “You open the chest 
but it makes acreaking noise, you see a rusty dagger and a small box 
inside. Agonar, you are 14' up and see no Shards. However, you, 
Naug, and Droggo allsee three Orcs dressed in rigid leather and car- 
tying short swords and equipment come up the stairs and turn to face 
Chinta Kari, who does not notice them. Naug you may fire.” 
Naug: “I fireatthe largest one.” He rolls a 92 and refers te the Missile 
attack table, giving the @rc 21 hits and a "D" Puncture critical. He 
rolls a 70 and the Orc is shot through the neck and dies (а reall ygreat 
shot). 


GM: "What do you plan to do this round?" 

Agonar: “I prepare a spell, and yell: watch out Chinta, Orcs!!!!.” 
Naug: "I drop my crossbow, and draw my battle-axe as I move 
towards Chinta. I scream, ‘Come on and die you Orcish pig 
dogs!!!" 

Droggo: "I continue to hide, with my short sword ready." 


Chinta Kari: "SinceI don't notice the Orcs, I try to take thesmall box 
from the chest and put it into my cloak withoutanyoneseeingme do 
it.” 


The GM rolls te help determine a reaction for the two remaining 
Orcs. He rolls a 06 and a 91. One Orc decides to run. One decides to 
kill the puny human who has her back to him. The Gamemaster 
makes perception rolls for Agonar, Naug, and Droggo; they do not 
notice Chinta Kari taking the small box. 


GM: "One Orc turns and beginsto run out the main door. The other 
drops his equipment and charges towards Chinta Kari, yelling and 
brandishing his short sword. Chinta Kari, you succeed in your action 
this round, but you hear running behind you and shouts from your 
friends. Droggo, you may take a swing at the Ore as he exits." 


Droggo: "I swing at him as he runs past." 
He rolls a 02 and fumbles his short sword, he rolls a 4 9and drops his 
weapon. 


GM: *Amazing move Droggo, the Orc doesn't even notice you and 
keeps going. Naug, you and the Orc have reached Chinta Kari, and 
may attack next round. Chinta Kari, you are fully aware of what is 
happening. What do you all do now?" 


Droggo: “I pick up my short sword.” 


Agonar: “I cast my Sleep spell at the Orc to try and save Chinta. 1 
have only prepared for one round so I have a -15 modification to my 
attack." 


Chinta Kari: "Since I am not very good in combat, I drop and pull 
the chest over me.” The chest is big enough for her to fit inside. 


Naug: “I swing at the Orc and try to cut him in half.” 


GM: "Agonar's spell is cast first, then Chinta Kari will maneuver to 
pull the chest over her in tinte, then the Orc, who is quicker than 
Naug, will attack Chinta Kari, and finally Naug will attack the Ore. 
Droggo is out of action while recovering his weapon." 


Agonarroíls a68 attack, the Orcrollsa 17 Resistance Rolland goesto 
sleep. Chinta Karidrops but would not have avoided the Orc's attack 
if Agonar had not put him to sleep. Naug follows through on his at- 
tack on the now sleeping Orc and gives him 40 hits, an “E” Slash 
critical and a "C"Crush critical, resulting in an unconscious Orc with 
a broken leg. The Orc and the chestfall on Chinta Kari giving her $ 
hits and an “A” Unbalance critical, which gives her 4 more hitsand 
stuns her for 1 round. 


The adventure would continue with the group having the options 
of exploring the rest of the now deserted tower, chasing the Orc (who 
may be goingfor help), leavingthe area, or some other action or com- 
bination of actions. Naug and Agonar will receive lots of experience 
points for their spells and kills, and Droggo eventually manages to 
recover his short sword but not his self-esteem. Chinta Kari may get a 
bigsurprise when she opensthe small box she got without therest of 
the group noticing (it has a poison needletrap on its latch which will 
strike her unless she is able to detect the trap and avoid settingit off). 


Rules Introduction 


HOW TO PLAY: THE RULES AND GUIDELINES 


1.0 INTRODUCTION 


Most fantasy role playing games need “rules” (or guidelines) to 
define and control the physical realities of the world in which adven- 
tures may take place. Ideally, such rules are ahieto handie most ofthe 
commonsituations thatarisein a FRP game without detracting from 
the flavor and detail of the plot or setting of the game. 

This specific set of rules handles the physical realities of people, 
places and things in J.R.R. Tolkien's Middle-earth. Sections 2 and 3 
handle character creation, development, and capabilities. Section 4 
details most of the rules that affect the Gamemaster's task of setting 
up and managing a world system (The Setting). Sections 5 and 6 
outline how to resolve commonly occurring actions and activity dur- 
ing the players’ adventures. Finally, Section 7 provides a variety of 
lists, tables, and record sheets that provide mechanisms for adding 
flavor-and detail to a game without decreasing playability. 

The Gamemaster and players should keep in mind that these 
“rules” are really only guidelines to aid in thecreation and running of 
a fantasy role playing game. The Gamemaster should feel free to 
modify these rules to fit his (or her) viewor style of role playing, and 
the players should realize that the Gamernaster is the final authority 
when it comes to rules interpretations or changes. 

On the other hand, these rules and the Gamemaster's decisions 
concerning them are the only guide that the players have to their 
characters' aapabilities and the reality of Middle-earth. So the 
Gamemaster must be consistent and even-handed in his decisions or 
the players will lose the trust and confidence in him that is neccessary 
fora truly enjoyable and satisfying role playing game. 


1.1 LEARNING TO USE MERP 


The Gamemaster should first skim the rulesto get an overall view 
of the system, then he should read all of the rules thoroughly. If a 
section is not understood immediately, it should be marked and 
referred to again after all of the rules have been read. Frequent 
examples are included to aid in absorbing the rules, The Gamemaster 
need not memorize or fully analyze the significance of all of the rules 
at first. The rulesare organized in such a fashion that many situations 
can be handled by referring to specific rules sections when they first 
arise. 

The players should first read Section 1 and 2. Then they should 
generate a character by following the procedure and examples 
outlined in detail in Section 3, referring to parts of Section 2 for 
explanation of the various aspects of a character. Finally they should 
read Section 6 so that they will understand what their options are in a 
tactical (usually combat) situation. It is not necessary for the players 
to read Sections 4 or $, since they are concerned with how the 
Gamemaster can handle the setting of the game, the plot elements, 
and other factors. 


1.2 DEFINITIONS AND CONVENTIONS 


The majority of unique terms found in the Middle-earth Role 
Playing system and Tolkien's works are not described below; rather 
they are usually described when they are used in the text. The terms 
defined below are frequently used or they are very important for 
using and understanding MERP. 


DICE ROLLING CONVENTIONS — 

As mentioned under the “Roll”definition, each die used in MERP 

15 а 20-sided die which gives a result between 0 and 9. If two of these 

dice are used, a variety of results can be obtained: 

1-100 Roll — Most rolls in MERP are "1-189" rolls (also called 
“D100” rolls), When both dice are rolled together and one die is 
treated as the “ten’s” die and the other as the “one’s” die, a ran- 
dom result between 01 and 89 is achieved (*88" is used as 100 
not 0). 


Open-ended Roll — Many 1-100 rolls are “open-ended”. Most of 
the time open-ended rolls yield a result between 01 and 100, but 
sometimes they yield results that arc less than 01 or greater than 
100. Some common rolls which are open-ended are all attack 
rolls, all maneuver rolls, orientation rolls, perception rolls, and 
encounter rolls. Rolls that are not open-ended include critical 
strikes rolls, stat rolls, rolls to learn spell lists, and rolls for 
background options. If a roll is open-ended: 


An initial 1-100 roll over 95 calls for a second 1-100 roll to be 
made and added to the first roll. If the second roll is also over 
95, a third roll is made and added to the sum of the first two 
results. This process is continued until a roll under 9б occurs. 
The tetal obtained by this process is the result of the “open- 
ended” roll (high). Theoretically there is no limit as to how big 
the total of such a roll could get. 

An initial 1-100 roll under 06 culls fora second 1-100 roll te be 
mude and subtracted from the first roll. If the second roll is 
over $5, a third roll is made and subtracted f rom the tetal of the 
first two results. This process is continued until a roll under 96 
occurs. The total obtained by this process is the result of the 
“open-ended” roll (low). Theoretically there is no limit as te 
how small the total of such a roll could get. 


1-10 Roll — In instances when a result (roll) between 1 and 10is re- 
quired, only one die is rolled. This gives a result between 0 and 
8, but the @ is trated аз а 10. Such a roll is referred to as “1-10” 
or "DIe". 

1-5 Roll — Roll one die, divide by 2, and round up. 

5-50 Roll — Rol! 1-10 five times and sum the results. 


Other rolls — Any other rolls are variants of the above. 


Definitions 


Aman: The continent west of 
Middle-carth across the Great. r 
Sea. ft contains Valinor (the ahh 
home of the Valar and the 
many Elves) and Hails of 
Awaiting (the place of the 
dead). 


Arda: (The Piace) The emire world 
created by Eru through his 
servanis the Valar, including 
Middle-earth and Aman 


Campaign: An ongoing fantasy role 
playing game which takes 
place as a series of connected 
advemures, with respect to 
both time and circumstance. 


Chance: Often in MERP an action 
Or activity has a "chance" of 
succeeding or occurring, and 
this chance is usually given in 
the form of # "ә. This means 
that if a roll (1—19@) is made 
and the result is less than #, 
then the action or activity suc- 
ceeds (or eccurs); otherwise it 
fails. 

Channeling: @ne of the realms of 


magic; a complete description 
is given in Section 4.52. 


Critical Strike: Damage other than just hits which results from an attack 

Еги: (ilivatar) The God and creator of Middle-earth through his servants, the Valar. 

Essence: One of the realms of magic; a compiete description is given in Section 4.51. 

Fourth Age: The fourth recorded age of Middle-earth, beginning when the Three 
Rings passed over the sea (afler the destruction of the One Ring and Sauron). 

Fumble: An especially ineffective attack which yields a result that is disadvantageous 
to the attacker. 

Gamemaster: The Gamesmaster, judge. referee, dungeonmaster, etc. The person 
responsible for giving life to a FRP game by creating the setting. world events and 
other key ingredients, He/she interprets situations and rules, controls non-player 
characters, and resolves conflicts. 


Group: A collection of player characters. 

Hits: Accumulated pain and bleeding, that can lead to shock and uncenscioustess 
(also calied Concussion Hits). Each character can take a certain number of hits 
before he passes out (determined by his Body Bevelopment) 

Level: A Character's level is a measure of his current stage of skill development, and 
usually is representative of his capabilities and power. 


Maiar: Lesser gods who tended Arda under the directron of the Valar. They included 
Sauron and probably the Istari (Gandalf, Saruman, Radagast, and two other 
жа”). 

Maneuver: An action performed by a character that requires untisual concentration, 
concentration under pressure, or a risk (e.g., climbing a rope, balancing on a 
ledge, picking a lock, etc). Maneuvers requiring movement are "Moving 
Maneuvers”. and other maneuvers are called "Static Maneuvers”. 


Morgoth: (Melkor) The renegade Vala (see Valar belew) who coveted lordship over 
the world, He dominated Northern Middle-earth daring the First Age, until he 
was overthrown and cast into the void by the other Valar and their host. Morgoth 
was the embodiment and focus of darkness — evil incarn: 


Melee: Hand-to-hand c bat not using projectiles, spells, or missile 


weapons). 


nbat (i.e, con 


Middle-earth: (Endor or Endoré) Gne of the continents of Arda, The action and 
events found in The Hobbit and The Lerd ef the Rings are focused in Western 
Middle-earth daring the Third Age. 

Non-Player Character: A being in a fantasy role playing game whose actions are not 
controlled by a player, but instead are contrelled by the Gamemaster. 

Open-ended Roil: See the Roll definition and the “Dice Rolling Conventions" at the 
end of this section 

Parry: The use of part of a character's offensive capability te affect one opponent’s 
attack. 

Player: A patticipant in a fantasy role playing game who controls one character, his 
player character. 


Player Character: A character whose actions and activities are controlled by a player 
(as opposed to the Gamemaster). 


Power Points: A number which indicates how many spells a character may intrinsic 
ally cast each day (i.e. between periods of rest). 

Profcssien; (Character Class) A character's profession is a reflection of his training 
and thought patterns; in game terms, it affects how much effort is required lo 
develop skill in varous areas of expertise. 

Resistance Roll: A dice roll which determines whether or not a character successfully 
resists the effect of a spell, poison, disease, or some other form of adversity. 

Roll: In MERP two different colored 20-sided dice аге used to resolve any activity re- 
quiring a "Roll" (such dice are avarlable in most hobby and toy stores). Each of 
these dicehas (wo sets of the numbers 0,1,2,3,4,5,6,7,8, and 9. These dice can be 
used to obtain a variety of results. These results are described after the definitions 
under “Dice Rolling Conventions”. 


Round: The time (10 seconds) required to perform one MERP action. 

Sauron: The Dark Lord, the Shadow, the Lord of the Rings, а Marar (lesser god) who 
served Mergoth early in the First Age. in the Second and Third Ageshe forged the 
One Ring and cast a shadow of evil, corruption, and destruction over much of 
Middle.earth. The Third Age ended after the destruction of his Ring and he was 
“banished” from Middle-earth. 

Session: A single sitting of game advemure. А number of sessions form a campaign. 

Second Age: The second recorded age of Middle-earth, beginning after the overthrow 
of Morgoth with the founding of the Orey Havens and Lmdon. It ended when 
Elendil and Gil-zilad overthrew Sauron and Isildur took the One Ring. 

Song, Thes The Ainulindalé, Eru's Great Music sung by the Valar and Maiar which 
created and shaped the World and its inhabitants, 

Spell List: A coliection of related spells which are organized according to level. A 
character who has “learned” a spell list is able to cast a spell from that list if its 
level is less than or equal te his own experience level. 

Stat: One of the six physical and mental characteristics which influence how effec- 
tively а character is able to perform most actions and activities. 

Skill: Training in an area which influences how effectively a charac 
form a particular action or activity. "Skill Rank" is a measure of the effect- 
iveness of a specific skill. 

Third Age: The Third recorded age ef Middle-earth, beginning with Sauron's defeat 
asa resuit of the Last Alliance of Men and Elves. It ended after the destructien of 
the One Ring when the last of the Keepers of the Ring passed over the Sea. 


is able to per- 


Valar; The fifteen Gnirially including Morgoth) “Guardians of the World” and ser- 
vants of Eru. They are lesser “gods” and many of the peoples/beings of Middle- 
earth worship them and hold them sacred. 


Wild beasts: Traditional animal species lacking enchanted form or abilities. They are 
capable of social organization, but lack culture. 
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Stats 


2.0 THE BASIC FACTORS DEFINING A CHARACTER 


Ina fantasy role playing (FRP) game each participant except for 
the Gamemaster (GM) is a “player” and assumes the persona of one 
of the individual characters; these characters are the player 
characters (PC’s). All of the other characters are controlled by the 
Gamemaster and are called non-player characters (МРС). Therearea 
variety of factors that control what each player is capable of in a 
fantasy role playing environment (e.g., mental attributes, physical 
attributes, background, physical appearance, skills, bonuses, etc.). 
How each of these factors is handled in the Middle-earth Role 
Playing system is described and discussed in this section. 

MERP is a role playing system designed to handle (simulate) 
characters between Ist level and 10th level. It makes certain 
restrictions and simplifications that are intended to make learning 
fantasy role playing quicker and easier. People who master theentire 
system and want more detail, realism and higher level characters 
should consider 1.C.E.’s modularized Rolemaster systems. Arms 
Law & Claw Law details non-spell combat, with expanded critical 
table, expanded armor types, martial arts, and individual weapon 
attack tables. Spel! Law details and expands spell lists and spell 
casting; it contains 112 spell lists, over 2099 spells, spells up to 50th 
level, 15 types of spell-users, and evil spell lists. Character Law & 
Campaign Law presents an expanded character development system; 
with 19 professions and a more detailed treatment of stats and other 
factors affecting a character. 


21 MENTAL AND PHYSICAL STATISTICS 


The base mental and physical attributes of a character are 
represented by 6 statistics called stats: Strength (ST), Agility (AG), 
Constitution (CO), Intelligence (IG), Intuition (IT) and Presence 
(PR). Each character has a numerical value on a scale of 1 to 188 for 
each of his stats. The value of a stat indicates how it rates relative to 
the same stat of other characters, The lower the value of a stat, the 
weaker it is relative to the same stat of other characters. Relatively 
high stats give bonuses (see Section 2.12) which apply to attempts to 
accomplish certajn activities and actions. 


2.11 DESCRIPTION OF STATS 

STRENGTH (ST): Not brute musculature, but the ability to use your 
muscles to your grcatest advantage. This stat affects a character's 
capabilitics in melee combat, carrying loads, and other activities 
requiring strength. This is the prime stat for a Warrior. 


AGILITY (AG): Manual dexterity, litheness, quickness, reaction 
time, and speed are all reflected by this stat. This stat affects a 
character's capabilities in defense, missile combat, movement and 
other maneuvers. This is the prime stat for a Scout. 


CONSTITUTIGN (CO): The general health and well-being of the 
character. This stat affects a character's capabilities to resist disease, 
poison and other hardships, as well as his ability to resist the effects 
of pain, shock, and bleeding (concussion hits). This is the prime stat 
for a Ranger. 

INTELLIGENCE (IG): The reasoning, memory, and commonsense 
of the character. This stat affects a character's capabilities in 
activities that require thought or insight; for example, learning spell 
liss (see Section 4.51), learning languages, reading runes, etc. This is 
the prime stat for a Mage. 


PRESENCE (PR): A character’s courage, bearing, self esteem, 
charisma, and self-discipline. This stat affects the character’s ap- 
pearance, his ability to affect and control other characters, his self- 
control in critical situations, and his ability to draw upon his inner 
reserves. This is the prime stat for a Bard. 


INTUITION (IT): The relationship of the character to the all- 
pervading force in nature (the Ainulindále, the Song which created 
and shaped Arda) and things supernatural, including such 
phenomenon as wisdom, luck, gcnius, and the favor of the Valar. 
This stat affects the character’s capacity to cast spells, use magic 
items, perceive things (e.g., traps), and to perform a variety of other 
activities. This is the prime stat for an Animist, 


2.12 STAT BONUSES 

Certain bonuses and penalties may apply to a character's skills and 
activities if his stats are high enough or low enough. These stat 
bonuses are given in Table BT-I, and may be altered by modifica- 
tions due to the character’s race given in Table BT-3. Only one stat 
bonus applies to each skill or ability. The correspondence between 
stats and related skills are given in Table BT-2. 


EXAMPLE: One of our sample characters, Shen-Tyga, has a great 
constitution, is very agile, and is very strong; however while his 
Presence is good, his Intelligence and Intuition are below average. 
His stats and bonus (from Table BT-1) for MERP are: 


Strength - —— — — 100 normal bonus is +25 
Agility- — — —— — 95 normal bonus is +15 
Constitution — — — — 91 normal bonus is + 10 
Presence- — — — — 84 normal bonus is +5 
Intelligence— — — 42normal bonus is +0 


Intuition — — 23 normal bonus is -5 


Shen-Tyga will be geod at fighting and skills involving physical 
matters (e.g., Movement, Bod y Development, Climbing, etc.), but 
he will be less competent with skills involving mental prowess (e.g., 
Reading Runes, Tracking, Spell Casting, etc.). 


2.2 RACE AND CULTURE 


There area variety of races that a player maychoose for a character 
in Middle-earth. These races are listed in Section 2.21 and include 
certain general classifications that in fact cover many races (e.g., 
Men include such races and cultures as Haradrim, Dunlendings, 
Beornings, etc). The race chosen affects a character’s bonuses for 
skills (see Table BT-3), his development during his adolescence, his 
specia! abilities, his appearance, and certain other factors. 


Races and Cultures 


2.21 MIDDLE-EARTH RACES AND CULTURES 
This isa list of Middle-earth races and cultures that may be used by 
Gamemasters and players within the MERP rules. Other 
races/cultures may be invented or used, but the Gamemaster must 
decidetheir traı'ts and capabilities. Appendix 1 (Section 8.0) provides 
detailed descriptions of each of these races. 
Non-Mannish Races Mannish Cuitures/Races 


Dwarves Beornings 
Оті Black Numenoreans 
Corsairs 
Half-elves Dorwinrim 
Noldor Elves Dúnedain 
Sindar Elves Dunlendings 
Silvan Elves Easterlings 
Haradrim 
Hobbits Lossoth 
Rohirrim 
Common Orcs Rural Men 
Uruk-hai Urban Men 
Half-ores Variags 
Woodmen 
Normal Trolls Woses 
@loghar 


Half-trolls 


2.22 SPECIAL RACIAL CAPABILITIES 

Certain characters receive special racia! modifications to their stat 
bonuses and Resistance Rolls. These modifications аге given in Table 
BT-3. 


2.23 PHYSICAL APPEARANCE 

In addition to each character's stats (which affect his capabilities 
during play) it is desirable to have some measure of the character's 
appearance. In this section suggestions for determining factors 
affecting a character's appearance are given (i.e., demeanor, hair 
color, eye color, height, weight, etc.). Limitations and guidelines for 
these factors are given for each race in Section 2.21. The Gamemaster 
should keep in mind that these factors are not essential to a game and 
may be bypassed in the interest of quicker play. 


General Appearance — Appearance (AP) is a valuc (01 —00) which 
gives a general idea of the character's exterior look (e.g., an 01 or 02 
appearancc indicates a really ugly person, while a 99 or 00 appearance 
would indicate a very handsome character). This is a very subjective 
rating and the Gamemaster should treat it as a general guideline dur- 
ingplay. 

Demeanor — This is an indicator of the general attitude that the 
character seems to present to the world. This is up to the character 
and Gamemaster, but typical demeanors might include: calm, 
neutral, angry, sly, greedy, silly, stubborn, stupid, rude, etc. 
Physical Appearance Factors — Factors such as height, weight, hair 
color, eye color, gender, age, and so on should be determined by the 
Gamemaster and the players. They should still be limited by the 
ranges given in the racial descriptions in Section 2.21. 


2.24 LANGUAGES 

A variety oflanguages are spoken in Middle-earth. Table ST- lists 
some of these. Some languages are automatically known by all 
members of a given race. Other languages may be learned through 
skill development (see Section 2.32). Each is known at one of 5 dif- 
ferent ranks (see Table CGT-1). 


2.25 RACIAL / CULTURAL INTERACTION 

Certain races or cultures have сепагп inherent bias (hostility or 
friendliness) towards other races or cultures. The racial descriptions 
given in Section 2.21, summarize these attitudes. 


EXAMPLE: Shen-Tyga is a Diinadan. He is 67" tall and weighs 240 
Ib. He has brown hair and blue eyes, and a haughty demeanor. His 
stat bonuses for race are: 
Strength. .... 1@@ normalbonusis +25, racebonusis +5, 
totalis +30 


Agility........ 95 normal bonus is + 15, race bonus is +0, 
total is +15 

Constitution... 91 normal bonus is + 10, race bonus is +10, 
toral is +20 

Presence...... 84 normal bonus is +5, race bonus is +5, 
totalis - 16 

Intelligence....42 normal bonus is +0, race bonus is +0, 
total is +0 

Intuition...... 23 normal bonus is -5, race bonus is +0, * 
total is-5 


He also gets a +5 bonus on poison and disease Re.sistance Rolls. 
Herollsa 34 for Appearanceand adds his + 10 Presence bonus to ob- 
tain an Appearance of 44 (he is not good looking, but he is impres- 
sive). He is fluent in Westron, Adiinaic, and Sindarin. He despises 
Corsairs and Black Nimenoreans; and Dunlendings, Haradrim, 
Wargs, and Orcs are the traditional enemies o f his people. 


2.3 SKILL RANKS 

Asa character advances in levels he develops and trains in certain 
abilities called skills. His capability in each skillaffectshis chances of 
accomplishing certain actions and activities (e.g., fighting, 
maneuvering, spell casting, etc.). Ashe develops and improves a skill 
his “skill rank” with that skill will increase, indicating a 
corresponding increase in his abilities and bonuses with that skill. 


2.31 SKILL RANK BONUSES 

Most skills have a skill rank bonus, which is generally included as 
part of a total skill bonus. Different skills use this bonus in different 
ways as described in thc skill description Section 2.32, The skill rank 
bonus is given in Table BT-4. Basically the table follows a standard 
progression. The bonus is -25 if the rank is 0 and + 5 if the rank is I. 
The bonus increases by 5 for each ofranks 2to 10, 2f oreach of ranks 
11-20, and I for each rank above 20. 


232 PRIMARY SKILLS 

These arc the skills whicharc most commonly used in adventuring. 
There is one row on the character record for calculating and record- 
ing the skill bonus for each of the skills. Each skill is classified as be- 
ing applicable to a moving maneuver (MM), to a static maneuver 
(SM), to an offensive bonus (OB), or to a special purpose (SP). Sec- 
tion 6.0 describes how each of these bonuses is used to resolve ac- 
tions. A description of what each skill entails follows. 


MOVING AND MANEUVERING (MM) — These skills determine 
how far acharacter may move in a given round; up to 50 feetplus the 
skill bonus OR up to doublethatifa running maneuveris successfully 
completed (sec Section 6.4). Moving/Maneuvering skills must be 
developed separately foreach of the 5 types of armor (noarmor, soft 
leather, rigid leather, charn and plate). The number of skill ranks 
which may be developed is limited by the armor type: no armor — 2, 
soft leather — 3, rigid leather — 5, chain — 7, and plate — 9. Each 
armor type also has a penalty associated with it. These factors are 
summarized on the Character Record Sheet (see Section 2.71). Arm- 
or does not include helmet, arm grcaves or leg greaves; items which 
protect parts of the body from certain criticals. Wearing leg greaves 
modifies the Movement and Mancuver bonus by -5. 

This skill also applies to any activity involving movement which is 
unusual or performed under stress. Whcnused for these purposes the 
bonus is added to a “moving maneuver roll” (sec Section 6.51). This 
bonus is NOT used if another skill specifically applies to the activity. 


Skills 


WEAPON SKILLS (OB) — These skills determine how effective a 
character is when using weapons in combat (as opposed to spells). 
These skills must be developed separately for each of the 6 types of 
weapons: l-Handed Edged, 1-Handed Concussion, 2-Handed, 
Thrown, Missile, and Pole-arms. The skill bonus for each type of 
weapon is the Offensive Bonus and is usually added to any “attack 
rolls” {see Section 6.6) made with that weapon. In certain cir- 
cumstances all or part of this Offensive Bonus may be used to “parry” 
an opponent (see Section 6.62). Wearing arm greaves modifies the 
Offensive Bonus by -5. Each specific weapon has special properties 
summarized in Table CST-1. 


1-Handed Edged — These weapons include the broadsword, dagger, 
handaxe, scimitar, and short sword. They may be used with a shield. 
1-Напдей Concussion — These weapons include the club, hammer, 
mace, morning star, net, and whip. They may be used with a shield. 


2-Handed — These weapons include the battle-axe, flail, 
quarterstaff, and 2-Handed sword. They may not be used with a 
shield. 

Pole-arms — These weapons include the javelin, spear, mounted 
lance, and halbard. The javelin and spear may be used with a shield, 
or they may be used 2-Handed. When riding on a trained mount, a 
mounted lance may be used with a shield. 


Thrown — In addition to being used in melee, certarn weapons may 
be used to attack from a distance. These weaponsinclude the dagger, 
handaxe, short sword, club, hammer, mace, net, javelin, and spear. 
They may be used with a shield. 

le — These weapons may not beused in melee, but they may be 
used to attack from a distance (the range is given in Table CST-1). 
Missile weapons include the bola, sling, composite bow, crossbow, 
long bow, and short bow. Only the sling may be used with a shield. 


GENERAL SKILLS — These skills affect how a character climbs, 
rides, swims and tracks. The skill bonus for the appropriate skill is 
added to a “maneuver roll" when these activities are attempted (see 
Section 6.5). 

Climb (MM) — This skill is used when usual climbing is attempted 
(i.e., for climbing a rope, tree, wall, etc., but not stairs or a ladder). 
The normal climbing rate for walls with adequate hand holds is 
10’/round as a “medium” maneuver (see Section 6.51). 

Ride (MM) — This skill is used when an animalis ridden (e.g., horse, 
mule, camel, or giant eagle). A maneuver roll must be made using this 
skill whenever an unusual riding maneuver is attempted OR each 
round an attack is made while riding (see Section 6.42). 

Swim (MM) — This skill is used when a character is swimming. The 
Gamemaster should assign high difficulty to swimming in armor. We 
suggest: plate — absurd, chain —extremely hard, rigid leather— very 
hard, soft leather — hard, and heavy clothes— medium. Other factors 
such as treacherous water might increase the difficulty. 

Track (SM) — This skill is used when attempting to follow or inter- 
pret tracks. 


EXAMPLE: Shen-T yga likes to usea Battle-Axe when he fights with 
a two-handed weapon. His OB with a Battle-Axe is modified by + 5 
when attacking opponents wearing chain or plate, while it is modi fied 
by -5 when attacking opponents in rigid leather, soft leather, and no 
armor (see Table CST-I). When using a Battle-Axe, attack rolls are 
resolved on the 2-H anded Weaponsattack table, with fumblesoccur- 
ring when an unmodified roll of 01, 02, 03, 04, or 05 occurs. If a 
critical strike is obtained with the Battle-Axe, it is called the primary 
critical and is resolved on the Slash Critical Table C1-2. If the 
primary critical is a "C", *D", or "E", a secondary critical two steps 
lower (an "A", "B", or “С” respectively) is reselved on the Crush 
Critical Table CT-1. 


MAGICAL SKILLS — These skills affect a character's ability to cast 
spells from runes, to cast spells from items, and to attack with an 
elemental spell. 


Read Runes (SM) — This skill represents a character’s ability to 
determine what spell is on a piece of rune paper (or a scroll) and his 
ability to cast that spell from it. A static maneuver roll (modified by 
the Read Runes skill bonus) must be made in order tolearn what spell 
is on a piece of rune paper. This same maneuver determines if the 
character can cast the spell from the item (see Section 4.56). 

Use Items (SM) — Thisskill represents a character’s ability to deter- 
mine what spells and abilities are imbedded in an item (other than in 
rune paper or certain special items, see Section 4.56). It also affects 
his ability to cast spells from the item. The process used is the same as 
for reading runes, except that the Use Items skill bonus is used. 


Directed Spells (OB) — These skills determine how effective a 
character is when using elemental spells in combat (as opposed to 
normal spells or weapons). The skill bonus for directed spells is 
added to any "attack rolls" made with those spells (see Section 6.6). 
Directed spells include all of the “bolt” spells but not the “ball” spells 
(the Base Spells bonus is added to “ball” attacks). No resistance roll is 
allowed against directed spells, but a character attacked by a directed 
spell (or ball spell) may make a moving maneuver roll (as his action 
for that round is to take cover) to modify the attack roll by -10 to -60 
depending upon the cover that is available. 


SUBTERFUGE SKILLS — These skills affect how a character am- 
bushes, stalks. hides, picks locks, and disarms traps. The skill bonus 
forthe appropriate skill is added toa “maneuver roll” when theseac- 
tivities are attempted (see Section 6.5). 


Ambush (SP) — If acharacter manages to move directly behind an 
opponent, he may make a maneuver roll to “ambush” him with a 
melee attack. 1f the maneuver roll is not successful, a normal melee 
attack may be made. If it is successful, a normal melee attack may be 
made and any critical that results may have the skill RANK for am- 
bush added to it if the ambusher wishes (he may decide after the 
critical roll). 

Stalk/Hide (MM/SM) — This skill affects how effectively a 
character stalks (moves without being seen or heard, a moving 
maneuver) and hides without moving (a static maneuver). Characters 
in the vicinity may modify any stalking or hiding maneuver rolls by 
their perception skill bonus (see below) to attempt to detect the stalk- 
ing/hiding character. 


Pick Locks (SM) — This skill affects attempts to pick locks. 
Disarm Traps (SM) — This skill affects attempts to disarm traps. 


Skills 
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MISCELLANEOUS SKILLS AND CAPABILITIES — Theseskills 
differ in various ways from the normal skill rank and bonus system. 
Each skill is detailed as to what its differences are. 

Perception (SM) — This skill affects how much information and 
clues a character gets through observation. It may be used to detect 
traps, to observe characters attempting to stalk or hide, to find hid- 


den doors, etc. If a character states that he is watching or examining gt’ 


an area or place, the Gamemaster should make a static maneuver roll 
modified bytheperception skill bonus of the characterto determine 
if the character notices or detects anything. The Gamemaster тау ` 
keep this roll secret, revealing only what the character has observed. 
Wearing a helmet modifies the Perception bonus by -5 (see Sections 


pr 


A ACTING (PR)This bonus is used for impersonating others, devising 


_ new identities, etc. 
?^ CAVING (IG) This bonus is used for determining the natural course 
and lay of a cave or cavern (pass or chamber) and for attempting 
restricted movement in a cave. 
{5 CONTORTIONS (AG) This bonus is used for manipulating one's 
body in order ie move through smail openings or absorb sudden 
crushing impact (other than falls). Helps escapes from bonds, etc. 


«V COOKERY (IT) This bonus is used when detecting bad foed, or 


preparing and neutralizing dangerous herbs and food ingredients, 
Includes peison preparatiens as well as normal cooking. 


6.52 and 6.82). This bonus may be used to modify an opponent's wt DANCE (IG) This bonus is used fer attempting to recreate a dance 


maneuver roll for stalking or hiding (see above). 


Body Development (SP) — This skill represents a character's ability a” 


to withstand pain, shock and bleeding. Each time thai acharacter’s 
rank in this skill increases by one, the character rolls 1 —1@ and in- 
creases his skill rank bonus by this amount (the normal skill rank 
bonuses do NOT apply). Each character starts the game with a 
specral bonus for this skill of 5 (already included on the Character 


Record Sheet). The total skill bonus for this skill is called the qû 


“character’s hit total": the number of concussion hits that the 
character can absorb (due to damage he takes from attacksand other 
occurrences) without becoming unconscious. If the character takes 
more concussion hits than the sum of his hit total and his constitu- 
tion, he dies due to massive shock and internal bleeding. 


Spell Lists (SP) — This skill determines when a spell list is learned 


Gie., when spells on that list may be cast). Each spell list rank gives a g% 


2@% chance of “learning” a chosen spell list (see Section 3.6); thus 

whena rank of 5 is obtained there isa 100% chance oflearningthelist [© 
(automatic). Spell list skill rank may only be developed for one spell 
list at a time. Ifat the end of a development period (adolescence, ap- 
prenticeship, or when a new level is reached) a character has a spell 
list rank between I and 5, a roll should bemadeto see if the spell list is 


multiplied by 20, the spell list is learned. If the spell list is not learned 
the skill rank remains the same. When a list is learned, the spell list 


aX 


f 


learned. If the roll is less than or equal to the the spell list skill rank w 


„опе Witnesses, including magical rituals, etc. 
DIVING (AG) This bonus is used for controlled falling maneuvers. 


4 FLETCHING (AG) This bonus is used for making an arrow out of 
available wood, metal, paper, and/or feathers. 


FORAGING (IT) This bonus is used for finding any local source of 


potable water, herbs, or edible plants and animals, 
М САМВІЛМС (IT) This bonus is used for playing any game with a 
significant element of luck. 


ERDING (PR) This bonus is used for gathering, befriending, or 
manipulating herd animals (e.g., sheep, cattle, etc.). 


£ „(1 DEATHER-WORKING (AG) This bonus is used for working with 


hides and creating leather goods (e.g., leather armor, bolas, etc.). 

с MEDITATION (PR) This bonus is used for entering, leaving, and 

exploiting meditational trances. 

3, MUSIC (AG) This bonus js used for using any one instrument, and 
anyone written musical language. 

GAPUBLIC-SPEAKING (PR) This bonus is used for impressing, enter- 
taining, or manipulating other individuals or groups. 

WROPE-MAS TERY (IG) This bonus is used for knot recognition, 
knot-tying, braiding, and splicing or when making a maneuver while 
suspended froma rope or analogous flexible line, or when throwing a 
line. 


skill rank is reduced to @. If a skill rank of 5 is obtained during a 3*7 ROWING (ST) This bonus is used for self-powered boat maneuvers, 


development period, the spell list is immediately learned (with the 
spell list skill rank being reduced to 0) AND the character may 
develop the spelllist skill rank for another spell list in order to take a |j; 
chance of learning a second list (200 chance per rank). 


Languages (SP) — This skill must be developed separately for each W 


language. Theskillrank in this area determines how wella character 


speaks and reads a language (see Table CGT-l). Languages arc ^Y 


described in Section 2.24. 


2.33 SECONDARY SKILLS E 


These аге skills that are not used as often as primary skills during ў? 
adventuring. They are often tied to, or indicative of, a character's 


background or family trade, thus any background options used for 


these skills are more effective than those used for primary skills (see 1^ 


Section 2.32). Players may use development points from any related 
skill category to develop these skills (see Section 3.6). The character 
record does not provide for these skills, but the playerscan keeptrack 01 
of the skill ranks on the back of their character records or on a 
separate piece of paper. The Gamemaster should decide which secon- 
dary skills are appropriate for his game and inforin the players. А, 
short description of some suggested secondary skills and what their ` 
bonuses are used for follows (the bonus forthe stat in parenthesis is 
used as part of the total skill bonus): 

ACROBATICS (AG) This bonus is used for in-air maneuvers or sw- 


inging on objects. Helps reduce the effects of falls. 9, 


including rowing, poling, etc. 


(Xf SAILING (ІТ) This bonus is used for sailing maneuvers and water- 


Jore (e.g., knewledge about bays). 
SIGNALING (IG) This bonus is used for any form of signal com- 
a munication. 
1 SKIING (AG) This bonus is used for skiing or sliding maneuvers. 
SMITHING (ST)This bonus is used for working with normalmetals 
ө create or repair desired objects (e.g., metal armor and weapons). 
STAR-GAZING (IT) This bonus is used for determining dates, 
directions, and locations when the stars are visible. Especially useful 
for navigation. 
TRAP-BUILDING (IG) l'his bonus ts used for bnilding traps out of 
available resources. This bonus subtracts from any perception rolls 
(see Section 2.32) made for a trap constructed using this skill. 


8) TRICKERY (PR) This bonus is used for any maneuvers involving 


slight of hand: picking pockets, confusing sight tricks, and slight-of- 
hand diversions. 


¥ TUMBLING (AG) This bonus is used for horizontal dives, rolling, 
or vaulting maneuvers, or swmgmg on stationary objects. 


sty SWEATHER.WATCHING (IT) This bonus is used for determining 


the local weather pattern for the next 24 hours 


‚P WOOD-CARVING (AG) This bonus is used for fashioning an ob- 
` ject out of wood, bone, or similar material. 


Professions 


2.4 PROFESSIONS 

Each character must have a profession, sometimes called a 
character class. A character’s profession reflects the fact that his 
early trainingand apprenticeship have moulded his thought patterns, 
thereby affecting his ability to develop certain skills and capabilities. 
A profession does not prohibit the development of skills, it merely 
makes some skills harder and others easier to develop. Any character 
can develop any skill under this system. Descriptions of the six 
professions follow: 
SCOUT (Thief): 


Prime Stat - 
Profession Bonuses — 


Agility 
+ 1 per level on all weapon skills 

+ 1 per level on all general skills 

+2 per level on subterfuge skills 

+3 per ievel on perception 

May learn open spell lists from one realm 
(his choice), He may only cast ist, 2nd, 3rd, 
4th and Sth level spells. 

A Scout is acharacter trained in maneuvering, observation, ambush, 
and to a limited extent, combat. His primary areas of development 
are subterfuge and general skills, and he can also developskills with 
weapons and armor. However, it is very difficult for him to learn to 
use spells or magic items. In certain societies and circumstances a 
Scout makes an excellent thief or assassin. 


Spell Restrictions — 


WARRIOR (Fighter): 

Prime Stat — Strength 

Profession Bonuses — +3 per level on weapon skills 

+1 per level on general skills 

+2 per level on body development 

May learn open spell lists from one realm 
(his choice). He may only cast Ist, 2nd and 
3rd level spells. 

A Warrior is a character trained in the arts of combat and fighting. 
His primary areas of development arc weapon skills, maneuvering in 
armor, and body development. It is difficult fora Warriorto learn to 
use subterfuge, spells, magic items, and languages; he has little 
interest in or aptitude for such pursuits. 


Spell Restrictions — 


RANGER (Tracker): 
Prime Stat 
Profession Bonuses 


— Constitution 
— +2 per level on weapon skills 
+3 per level on ail general skills 
+2 per level on perception 
42 per level on stalking/hiding 
— May learn open Channeling spell lists and 
Ranger spell lists, howeverhe may only cast 
Ist, 2nd, 3rd, 4th and Sth level spells from 
the open Channeling tists (no restrictions 
on his Ranger lists). 
A Ranger is a character trained in outdoor skills and combat. His 
primary area of development is general skills, but he can develop 
respectable fighting skills and can learn his own Ranger spells and 
open Channeling spells. 


Spell Restrictions 


BARD (jack-of-all-trades): 

Prime Stat — Presence 

Profession Bonuses — +1 per level on weapon skills 

+1 per level on general skills 

+1 per level on subterfuge skills 

+ 1 per level on magical skills 

+1 per level on base spell attacks 

+ 1 per level on perception 

May learnopen Essence spell lists and Bard 
spell lists, however he may only cast Ist, 
2nd, 3rd, 4th and Sth level spells from the 
open Essence lists (no restrictions on his 
Bard lists). 


Spell Restrictions — 


7 A Bard isa character with some training in almost all of the categories 


of skills. His only primary area of development is languages, but he 
can learn hisown Bard spell lists and open Essence spelllistsand he 
can develop to a limited degree, weapon skills and maneuvering 
skills. 


Background 


MAGE (Magician): 
Prime Stat 
Profession Bonuses 


— Intelligence 
— +2 per level on reading runes 
- 2 per level on using items 
+3 per level on directed spell attacks 
+2 per level on base spell attacks 
— May learn open Essence spell lists and Mage 
spell lists. 


Spell Restrictions 


A Mageis a character trainedin the casting of spells which draw their 
power from the Essence, the power that exists in everyone and 
everything. His primary areas of development are magical skills and 
learning spell lists. 1t is very difficult for a Mage to learn to use 
weapons and armor; the Mage relies on his spells rather than arms or 
normal maneuvers. A Mage may not wear any armor, helm, or 
greaves when casting spells. This applies to all characters casting 
spells of the Essence (see Section 4.5). 


ANIMIST (Cleric): 
Prime Stat — Intuition 
Profession Bonuses — +1 per level on reading runes 


+1 per level on using items 
+ 1 per level on all general skills 
+2 per level on directed spell attacks 
+ 2 per level on base spell attacks 
+ 1 per level on perception 
— May learn open Channeling spell lists and 
Animist spell lists. 
An Animist is a charactcr trained in the casting of spells which draw 
their power from the Valarthrough Channeling. His primary areas of 
development are learning spells, but he is capable of development in 
any of the categories of skills. He may not wear any metal armor, 
metal helm, or metal greaves while casting spells. This applies to all 
characters casting spells of Channeling (see Section 4.5). 


Spell Restrictions 


2.5 BACKGROUND 


Each race has a certain number of “background points” which 
each character may apply to the 6 background options: special 
abilities, special items, money, hobby skill ranks, stats, and 
languages. Certain races may be restricted as to how many points 
may be applied to each option (see Section 2.21). The Gamemaster 
may choose to assign options in his own manner. Alternatively, he 
may choose to allow the players to choose from or roll on the 
Background Options Table CGT-2. 

2.51 BACKGROUND OPTIONS 

SPECIAL ABILITIES — These are certain extraordinary capabil- 
ities that the charactcr possesses. In many cases these capabilities 
distinguish the player character from the general populace and are 
part of the reason that he has chosen to adventure rather than stay 
home on the farm. The Gamemaster may make up special abilities 
designed for a character. Alternatively, the player may choose from 
or roll on Table CGT-2. For each background point placed into this 
background option, the character receives one special ability. 


SPECIAL ITEMS — These are magic or unusual items that the 
character has had handed down to him or which fate has placed in his 
possession. The Gamemaster may create special items designed for a 
character or allow himtorollon Table CGT-2. Foreach background 
point placed into this background option, the character receives one 
special item. These items are keyed to the specific player character, or 
alternatively are keyed to the character's profession and race. Each 
time any character attempts to use an item not specifically keyed to 
them, they must make amaneuverroll modified by his Use Items skill 
bonus (see Section 2.32). This makes such items much harder to sell. 
Spells from these items are always cast with no modifications for 
preparation time (i.e., they have instantaneous effect, see Section 
4.55). 


MONEY — This isthe extra amount of money that thecharacter can 
start with. Each player character starts with 2 gold pieces (see Section 
3.71). For each background point placed into this background 
option, the character rolls once on Table CGT-2 and receives the 
money indicated in addition to his normal 2 gold pieces. 


HOBBY SKILL RANKS — These are developed skill ranks that are 
not necessarily related to the character’s race or profession. For each 
background point placed into this background option, the rank of 
one primary skill (see Section 2.32) may be increased by 2 OR the 
rank of one secondary skill (see Section 2.33) may be increased by 5. 


STAT INCREASES — This option indicates enhanced stats. For 
each background point placed into this background option, the value 
of one stat may be increased by two @R the values of three stats may 
be increased by one each. No stat may be increased to more than 101 
through this method. 


LANGUAGES — This option allows a character to learn extra 
languages. The Gamemaster may wish to restrict the character in 
which languages may be chosen. For each background point placed 
into this background option, the character learns one extra language 
to skill rank 5. 
2.52 DETERMINATION OF BACKGROUND DETAILS 

After the character has allocated his points to his background op- 
tions, the Gamemaster should define his background (see Section 
3.5). For example, if the character assigns 3 points to money and one 
to an item and one to a language, the Gamemaster might tell him that 
he is a merchant's son. Ifhe assigned 2 points to special capabilities, 1 
to money, and 2 to stats, he might be a farmer's son who has left the 
farm for adventure. This is up to the Gamemaster, although the 
player character concerned may have some input. The amount of 
detail that goes into this depends upon the amount of effort that the 
Gamemaster is able and willing to put into it. 


16 


Experience Points 


2.6 EXPERIENCE AND ADVANCING LEVELS 

Each character in a fantasy role-playing game has a “level” that 
represents how capable he is. Characters become more powerful and 
skilled by advancing levels as they gain experience. Experience is 
represented in play by experience points which the Gamemaster 
awards to characters for certain activities and achievements. 
Normally, a character starts play as a Ist level character and his level 
increases as he acquires experience points from his adventures. A 
character’s level does not necessarily increase each time he gains 
experience points; it increases when his experience point total reaches 
certain points, as explained below. 


2.61 EXPERIENCE POINTS 

Learning how to award experience points is one of the most dif- 
ficult tasks thata Gamemaster faces. It is something that is very hard 
to formalize. Basically a Gamemaster should award experience 
points for ideas and actions by the characters which are clever, in- 
telligent, innovative, dangerous (but not foolhardy), and above all 
successful, 

Below we summarize some of the activities that normally arise dur- 
ing play which should be rewarded with experience points. The sug- 
gested experience points awards are guidelines and the Gamemaster 
should feel free to modify them whenever common sense indicates 
that they are out of line. The Gamemaster may total and reward ex- 
perience points at any convenient time. This usually occurs at the 
beginning or end of a session of play. 

NOTE: All of these totals may be multiplied b y4 if theactivi- 
ty has never been per formed before by the character, by 2if 
the activity has only been per formed once be fore, and by V 
if it has become routine. 


D HIT POINTS — At the end ofa battle, a character receives one ex- 
perience point for each hit he received during the battle (providing 
they were not cured during the battle). 

2)CRITICAL POINTS — These points are awarded for anycriticals 
inflicted on a foe regardless of their effect. The experience points 
awarded are based upon thelevel of thefoeandaremodified depen- 
ding upon the state of the foe and the combat. Table ET-3 summari 
ed these points. 


3) KILL POINTS — Theseexperience points are awarded for killing 
anactiveopponent or rendering him unconscious. This must occur in 
a combat situation (i.e., a true conflict, not a practice or staged 
fight). An active opponent is one that is not dead or unconscious. 
These points all go to the combatant who delivers the blow that 
knocks out or kilis the opponent. The experience points awarded for 
“killing” a character are given in Table ET-1. These experience points 
are reduced by the number of experience points given for criticals 
already inflicted on the opponent, see 2) above. In some cases the 
Gamemaster should add extra points for creatures with special 
abilities and powers. 


EXAMPLE: For this example and the rest of the examples in Sec- 
tion 2.61, we will be referring the sample adventure presented in 
Section 1.2. [n that adventure, Naug (2nd level), Agonar( 4th level), 
Droggo (Ist level) and Chinta Kari (2nd level) decided to explore 
and camp in a ruined tower that contained 3 Orcs (one Ist level, one 
2nd level and one 4th level) who were breaking camp to travel for 
the night. Theresultingencounterended with 2 Orcs deadand 1 Orc 
having fled. 

Мацв killed the 4th level leader outright, and since this isonl y the 
second Orc that Naug has killed he gets double the normal 300 ex- 
perience points (ep), that is, 600experience points. Nobod y gets ex- 
perience points for the one that got awa y ( Droggo blew his chance 
when he fumbled ). Agonar put the 2nd level Orc to sleep, but only 
gets 130e p because he is 4th level and has put Orcs to sleep before. 

{f Droggo had thrown a dagger at the Orc and given him a “В” 
Puncturecritical before Naug killed him, then Droggo would have 
gotten 40ex perience points(10 forthe "B" x 4 for a4th level foe). In 
this situation, Naug would only have gotten 520 points, 2 x (300 
normal ep - the 40ep that Droggo got). 

Тһе "E" and “С” criticals delivered by Naug on the sleeping Orc 
would normally be worth 50ер (25 x 2nd level) and 30ep (15 x 2nd 
level) respectivel y. However, he wasalread y unconscious (asleep), 
so the 80 ep is multiplied by 1/10 and Naug only gets 8 points. 

Chinta received 100 experience points because of the “A "critical 
she took when the Orcand thechest fell on her. Shealso receives 9 
experience points f er the 9 hits she took. 

So for combat, Naug gets a total of 608 ep, Agonar gets 130 ep, 
Chinta gets 109 ep, and Droggo gets 0 ep. 


4) MANEUVER POINTS — These experience points are given for 
unique or inspired maneuvers (static and moving) successfully ac- 
complished during an adventure. For moving maneuvers (see Section 
6.51) a “100” result or higher must be obtained. Based upon difficul- 
ty, the experience points awarded are given in Table ET-4. 


EXAMPLE: Droggo successfully scouted the area (the G M ranks 
this a Medium maneuver) for 50 ep. He also snuck (or sneaked) 
across the tower without the Orcs hearing him (a Light maneuver), 
heard the Orcs coming (a Medium maneuver), and hid at the main 
door (a Medium maneuver) for a total of 110 ep. Chinta success- 
fully cleared rubble (an Easy maneuver) for 5 ep, and she opened 
the chest but not quietly so she received no experience points. The 
success ful taking and hiding of the small box (a Hard maneuver) 
gives her a total of 105 ep. 


5) SPELL POINTS — These points are awarded for casting spells 
during a combat situation (both intrinsic spells and spells from runes 
and items). Casting a spell that fails results їп O points. The spell must 
have a purpose that aids the character or his group during the com- 
bat. The experience points awarded are given by the following for- 
mula and summarized in the Table ET-2: 

100 - (10 x level of the caster) + (10 x level of the spell cast) 


EXAMPLE: Agonarcast Levitate. which would havehel pedin adif - 

ferent situation by keeping him safe from melee. However in this 
situation it did nothing to help the group or himself, so Ite gets no 
points for it. His Sleep spell was a Ist level spell, so as a 4th level 
character he gets 70 ep. 


Experience Point Tables 7 


(result is a number of experience points) 


OPPONENT'S 


VI i 


T-3 — CR ET-4 — MANEUVER POINT TABLE 


NOTE — The critical points may not exceed the opponent's "kill points", 
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Experience Points 


6) IDEA POINTS — These experience points are given for ideas and 
plans that lead to the accomplishment ofa goa! or a successful event, 
action or adventure. The Gamemaster should keep track of ideas, 
plans and suggestions made by player characters that prove to be 
useful or successful. After an event, action or adventure is completed 
and experience points from 1) to 5) above have been awarded, the 
resulting experience points to ALL group members are totaled. The 
Gamcmastcr shouldaward half of this total as “idea points", dividing 
it among the characters who came up with ideas based upon their 
respective contributions. Thisis very subjective, so the Gamemaster 
doesn't need to keep an exact tally of ideas and can usually rely on his 
general impressions of thc adventure. 


Frodo 


40 


EXAMPLE: After calculating the experience points for combat, 
maneuvers, and spells, the Gamemaster now calculates the totals for 
each character, and a total for the group (half o f which are awarded 
as idea points): 


Agonar Chinta Droggo Маш 


combat 130 LI 0 608 

maneuver o los по 0 half 

spells 70 0 0 _0 iotal — total 
200 24 пе 608 = 1132 566 

idea points 110 46 250 160 

total 310 260 E 768 


The objective and goal of the group was to care fully check out the 

ruined tower as a possible campsite or adventure site. Droggo and 
Naug worked directly towards this with Droggo taking the initiative 
and Naug backing him up. Droggo gets more idea points because he 
performed new actions each turn and essentially made a good choice 
each turn, while Naug just “waited f or something to kilt”, Agonar 
also performed as a back up, but his unplanned and unnecessary 
Levitate spell used up valuable time and did nothing to accomplish 
the goal of the group, to scout and beprepared for danger. He could 
have prepared asleep spell and be ready when danger (the Orcs) ap- 
peared. Chinta, of course, lost control when faced with the possibil- 
ity of treasure and personal gain; she did nothing to achieve the 
group's objective. She only had the obvious idea to get to the loot 
first, and disregarded both her own and the group's safety and goals. 
So, Droggo gets 250 out of the 566 idea points, Naug gets 160, 
Agonar gets 110, and Chinta Kari gets 46. 
This process involves some very subjective decisions on the 
Gamemaster's part and takes practice. T he actual suggestions made 
by the players during plarining should be taken into account. If 
Agonar had actually suggested that he, Chinta, and Naug provide 
support as Droggo scouted things out, he would have getten more 
idea points. 


7) TRAVEL POINTS — A character receives one experience point 
for each mÈ traveled on land in an unfamilar area, and one ex- 
perience point for every 10 miles if flying or at sea, The character 
must be conscious and interacting with his environment. Multiply by 
Vix in civilized areas, by 2x in moderately dangerous areas, and by 3x 
in extremely dangerous areas. 


EXAMPLE: The group has traveled 38 miles from Rivendell 
through the moderately dangerous Trollshaws region. Thus each 
character gets 68 experience points (30 miles x 2 for moderately 
dangerous) for travel. 


8) MISCELLANEOUS POINTS — Most of the experience point 
guidelines concern action in a tactical situation (i.e., a situation in- 
volving detailed and precise activity usually under time constraints, 
such as fighting, maneuvering and exploring). It is more difficult to 
award experience points for activities and accomplishments in a 
strategic environment (1.е., less structured than the tactical environ- 
ment) Travel points reflect the ехреггепсе gained by traveling 
through new and stimulating regions. The Gamemaster should 
award miscellaneous experience points for the other strategic activi- 
ties not involving travel (e.g., figuring out a riddle or clue, planninga 
successful trip or adventure, etc.). 


Character Levels 


These points may also be awarded by the Gamemaster for events 
that have specia) significance to a given character (e.g., having a 
religious experience, visiting a special place, accomplishing a special 
mission or goal, casting non-combat spells, etc.). They are also 
awarded for any actions or accomplishments that the Gamemaster 
deems worthy of reward. 


EXAMPLE: The Gamemaster decides that the group deserves some 
miscellaneous experience points for achieving their objective in a 
relatively ef fective manner. He gives Droggo !50ep for taking the ini- 
tiative and most of the reasonable risk. He gives Agonar and Naug 
100 ep apiece for their solid support activity, while he gives Chinta 
only 50 ep because she disregarded her own safety and the group's 
when she went after a potential treasure. However, Chinta gets the 
reward of having the small box without the rest of the group knowing 
that she has it. 


2.62 CHARACTER LEVELS 

Thelevel foreachcharacter is determined by how many experience 
points he has accumulated. A character starts at Ist level with 10,000 
experience points. Table ET-5 summarizes which experience point 
totals correspond to which levels. 


EXAMPLE: If the Gamemaster decides to immediately reward ex- 
perience points after this adventure, thepointsare totaled as follows: 


OLD OLD EP NEW NEW 
EP LEVEL GAINED ЕР LEVEL 
Agonar 43480 4th 470 43950 4th 
Chinta 23400 2nd 370 23770 2nd 
Droggo 19764 Ist 570 20334 2nd 
Naug 28940 2nd 928 29868 2nd 


Droggo’s total experience points has passed 20008, so he advances 
from Ist level to 2nd level. So now he must allocate hisdevelopment 
points to his skills in order to increase his skill ranks, and then he 
must update his Character Record Sheet. If Naug had gotten 132 
more points, he would have advanced to 3rd level. The other two 
characters are not even close to advancing a level. 


EXPERIENCE POI 


EXPERIENCE POINT 
TOTAL RE-@UIRED 


toso = 

1o cot - 

je 2 

чега 

fg ol ~ 

е0! ~ 

90 € — 110000 
аон т 130000 
17840: — 150000 


2.68 ADVANCING A LEVEL 

When a character advances (goes up) a level, he may develop skills 
(increase his skill ranks) and update his bonuses. To develop a skill he 
allocates development points to it (see Table CGT-4) in order to in- 
crease the skill's rank. This process is identical to apprenticeship skill 
development and is described in Section 3.6. After all development 
points have becn allocated to increasing skill ranks, the level bonuses 
for professions (see Section 2.4) are updated. Finally, any skill 
bonuses whose components have changed must be re-totaled. This 
process is summarized below: 


1) Allocate development points to increase skill ranks. 
2) Update skill rank bonuses. 

3) If necessary, roll for hits (body development) or a spell list. 
4) Update level bonuses for the character’s profession. 

5) Retotal any skill bonuses affected by 2) and 3). 

6) Increase your Power Point total (see 4.55). 

7) Mark the character's new level. 
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Keeping Track of a Character 


2.7 KEEPING TRACK OF A CHARACTER 


Ina fantasy role playing garne each player must keeptrack of the 
factors defining and affecting his character, while the Gamemaster 
must keep track of the non-player characters. In the Middle-earth 
Rele Playing system (MERP), each player should keep track of his 
one character (his player character) on a Character Record Sheet. 
The Character Record Sheet (RS-1) has places for all of the 
important statistics and factors which are important to a character. 
The Gamemaster may want to use Character Record Sheets for 
certain crucial non-player characters (NPC's), but in general he only 
needs to keep track of their levels. This allows him to refer to the 
Master Character TableST-3 in order to obtarn non-player character 
bonuses required during play. 

The rest of this section discusses the Character Record Sheet and 
the different types of capabilities and bonuses that the players should 
keep track of. 

2.711 THE CHARACTER RECORD SHEET 

The Character Record Sheet has space for all of the factors which 
affect a character’s bonuses and capablities (e.g., skill bonuses, 
languages known, spell lists known, height, weight, etc.). A player 
should fill in al of the appropriate spaces (this process is described 
step by step in Section 3) and add the values in each of the rows, 
puttingtheresultin the "total" spaceat theend of therow. When this 
process is completed the character is ready to play and has on his 
Character Record Sheet all of the bonuses which can affect his 
actions. 

Anyone using MERP may photocopy as many Character Record 
Sheets as he wishes for use in his game, however they may not be 
copied for commercial usage. Players can use the back of the 
Character Record Sheet to keep track of the character's supplies, 
eauipment and other possessions. 

2.72 SKILL BONUSES 

Skill bonuses are the numbers added to various rolls which deter- 
mine the success of events and actions during play. They represent 
how capable a character is at certain activities. The basic classifica- 
tions for skill bonuses are the Offensive Bonuses (OB), Defensive 
Bonuses (DB), Moving Maneuver Bonuses (MM), and Static 
Maneuver Bonuses (SM). Each skill bonus has its classification in- 
dicated on the Character Record Sheet. 

Each skill bonus is the sum of several specific bonuses, each of 
which has a column under "Skill Bonuses" on the Character Record 
Sheet. The specific bonuses include the skill rank bonus (see Section 
2.31), the stat bonus (see Section 2.12), the profession bonus (see Sec- 
tion 2.4), item bonuses (see Section 4.56), and any special bonuses. If 
a bonus space contains an “X” then that specific type of bonus 
doesn’t applyto that skill. Ifa space already has anumber init, thenit 
is a fixed bonus and does not change. 

Asa skill rank is increased by onc through development (see Sec- 
tion 2.3), the increase is marked on the Character Record Sheet by 
placing an “X” in the first open box on the row for that skill. Move- 
mentand Maneuver skill ranks arelimited by the number of boxeson 
the Character Record Sheet. Skills without boxes (i.e., Base Spells, 
Leadership, Defensive Bonus, and all of the Resistance Rolls) never 
havea skill rank. Allother skills are not limited as to how high the 
skill rankscan go; space considerations allow only 15 boxes to be in- 
cluded on the Character Record Sheet. 


Offensive Bonuses (OB) — Offensive Bonuses include all of the 
weapon skills bonuses, the Directed Spells skill bonus, and the Base 
Spelis skill bonus. These bonuses are used in combat to attack op- 
ponents with weapons and spells (see Section 6.6). The bonuses are 
added to attack rolls which are appliedto the various attack tables. 


Defensive Bonus (DB) and Defensive Equipment — A character's 
Defensive Bonus is used in combat as a subtraction from an oppo- 
nent's attack roll against the character. There is a section of the 
Character Record Sheet with a space for the type of armor being 
worn, a spacefor theextra bonus added to the Defensive Bonus when 
thecharacter is using a shield against an opponent, a spaceto indicate 
à helm, a space to indicate arm greaves, and a space to indicate leg 
greaves. Normally a shield can be used to increase a character's 
Defensive Bonus against one foe by 25. 


EXAMPLE: Shen-Tyga wears chain, a helm, arm greaves and leg 
greaves: 

Armor—chain 

Shield —(-25) 

Helm- Yes 

Arm Greaves — Yes 

Leg Greaves — Yes 

So his Perception Bonus (due to helm), his Offensive Bonuses (due 

to armgreaves) and his Movement and Maneuver Bonuses( due to leg 
greaves) are all decreased by 5. 


Moving Maneuver Bonuses (MM) — Moving Maneuver Bonuses in- 
clude all skill bonuses for skills involving а lot of movement: move- 
ment and general maneuver, climbing, riding, swimming, and stalk- 
ing. These bonuses are added to maneuverrolls which are resolved on 
the Moving Maneuver Table MT-1. 

Static Maneuver Bonuses (SM) — Static Maneuver Bonuses include 
all skill bonuses for skills not involving much movement: tracking, 
hiding, picking locks, disarming traps, reading runes, using items, 
perception, and leadership. These bonuses are added to maneuver 
rolls which are resolved on the appropriate column of the Static 
Maneuver Table MT-2. 


2.73 SPECIAL BONUSES (SP) 

Several of the skills do not fall in the general pattern outlined 
above: Body Development, Ambush, and Stalk/Hide. The Body 
Development Bonus is thenumber of hits whicha character can take 
before passing out (see Section 2.32). The Ambush Bonus is a 
modification to criticalrollsresulting from asneak attack on the rear 
ofanopponent (see Section 2.32). The Stalk/Hide Bonusisa Moving 
Maneuver Bonus for Stalking (avoiding detection during 
movement), and a Static Maneuver Bonus for Hiding (avoiding 
detection without moving). 

2.74 RESISTANCE ROLL BONUSES (RR) 

Certain attacks occurring during play will require a character to 
make a Resistance Roll to determine if or how an attack affects the 
character. The types of attacks are Essence spells, Channeling spells, 
Poisons, and Diseases. Theattack's level (caster level if it is a spell, at- 
tack level if a poison or disease) is cross-indexed with the target's 
(defender's) level on the Resistance Table RRT to obtain a single 
number, Inorder to successfully resist the attack, the Resistance Roll 
must be greater than or equal to this number (sec theexample in Sec- 
tion 6.6). 

Resistance Roll Bonuses consist of a stat bonus, anyitem bonuses, 
and race bonuses (place in one of the special spaces). The race 
bonuses can be obtained from Table BT-3. 


The Character’s Rele 
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2.75 OTHER CAPABILITIES 

Other information is kept on the Character Record Sheet. Thisin- 
formation is not used as much during playas theskill bonuses, butit 
is still importantto kcep track of it. 


Languages — In the section of his Charactcr Record Sheet marked 
“LANGUAGES”, the player should record each of the languages 
that he knows and the “rank” to which he knows each one. Starting 
languages are based upon the character’s race (see Section 2.21), 
along with his development choices during adolescence (see Section 
3.3) and apprenticeship (see Section 3.6). The rank to which a 
character knows а language can be further developed during a later 
level. 


Spell Lists — In the section of the Character Record Sheet marked 
“SPELL LISTS”, the playcr should record each of the spell lists that 
he is learning and has learned (see Section 2.32). He should put an 
"X" in the “chance” box to the right of the spclllist if he has already 
learned the list; if he has not completed learning the list (see Section 
3.6), he should put the percentage chance which he has in the 
“chance” box. 


Level and Experience — Each character has an Experience Point 
total (see Section 2.6) and a level. These should be recorded in their 
respective space on the Character Record Sheet. 

Armor, Shields, Helmets and Greaves — Normal armor (plate, 
chain, rigrd leather, and soft leather) covers from the shoulders to 
mid-th'gh, and to the middle of the upper arms. Characters may also 
elect to wear helmets, arm greaves, and/or leg greaves. These pieces 
of equipment allow the wearers to avoid certain criticals, but they 
also involve penalties: helmets modify the Perception bonus by -5, 
arm greaves modify the Offensive bonuses by -5, and leg greaves 
modify Movement and Maneuver bonuses by -5. If a character is 
wearingany of this equipment, he should record it on his Character 
Record Sheet (sec Section 2.72). Armor, helmets, and greaves do not 
count for encumbrance purposes (see below). 

Helmsand greaves may be metal or leather. Oncea pieceof leather 
equipment (helm or greaves) has protected the wearer from one 
critical, it will be worthless until replaced or repaired. Metal equip- 
ment has no such limitations if properly kept up and repaired. It is 
assumed that a character performs such maintenance. 

Shields may only bc used with l-Handed weapons (see Table 

CST-1), and they require the full use of one arm, When using a shield 
acharacter may increase his Defensive bonus by +25 against oneop- 
ponent in front of him or to his left. It is assumed the shield is on the 
left arm; the Gamemaster may wish to allow characters to be left- 
handed (10% chance) or ambidextrous(2% chance). 
Encumbrance — The movement and maneuver capabilities of a 
character are affected by the weight of the material which he carries 
on his person (if they are worn, armor, clothes, helmets and greaves 
already have their own penalties already figured in). Each character 
should total the weight of all of the equipment (other than material 
that he is wearing: clothes, armor, helmet, greaves, belt, etc.) and 
supplies that he carries (see Table ST-4 for weights), rounding down 
to the nearest pound. If the total is over 1$ pounds, a penalty may 
result. A burden of 151b. or less will result in no penalty. It is assumed 
that smaller charactersare ruggedenough to bear this weight. This is 
particularly true for non-human races. 

Table BT-5 gives the penalty for carrying excess weight based upon 
the weight of the character. To this penalty the character adds his 
Strength bonus (if positive), giving his “Encumbrance Penalty”. This 
penalty is applied to ALL movement and moving maneuvers. If run- 
ning or attempting to run, the encumbrance penalty is applied before 
the doubling effect for doubled movement. An example of this can 
be found in Section 3.72). 


Stats — In the “STATS” section of his Character RecordSheet, the 
character should record his stats. The stats are numbers between 1 
and 102 that represent the physical and mental capabilities of the 
character (see Section 2.1). These values are placednextto thestatsin 
the column marked “value”. Each stat value has a normal bonus 
(from Table BT-1) anda race bonus (from Table BT-3); each of these 
is placed in the appropriate column. The sum of these two bonuses is 
placed in the “total” column andis used asa stat bonus for calculating 
skill bonuses. 


Constant Information — Certain information concerning a 
character is relatively constant and unchanging. The Character 
Record Sheet provides spaces for a character’s name, race, height, 
weight, hair, eyes, demeanor, and profession. A space isalso provid- 
ed for any special properties the player might wish to record. 


2.8 THE ROLE OF THE CHARACTER 

There arc certain factors which are not formalized in the Middle- 
earth Role Playing system but which still affect the role of a 
character, and in particular a player character. These are factors 
which are not capabilities of or restrictions on the character; instead, 
they are facets of his individual nature and temperament. These 
factors are crucial in bringing a character to life in the terms of the 
game, and they make the character seem more realistic to the 
character's player as well as the other players and the Gamemaster. 
Three of the most important of these intangible factors are 
Personality, Motivation and Alignment in the struggle between 
Good and Evil in Middle-earth. 


PERSONALITY — Many players may inject their own Personality 
into their character, which is very acceptable and enjoyable. 
However, sometimes it is exciting, stimulating and rewarding to 
embody your character with a personality other than your own; after 
all, this is FANTASY Role Playing. Whatever you decide to do, itis 
important to carefully consider your character’s personality. 


MOTIVATION — Anothcr question that should be answered about 
the character is: What is his motivation? What are his objectives in 
the game? It тау beto adventure and havea good time. It may beto 
amass as much gold, wealth, and magicitems as possible. Itmay beto 
kill and fight. It might be to defeat the evil minions of Sauron and 
make thc world safe for Humanity (or Hobbitity or Elfity or 
Dwarfity or Entity). tt might be to defeat the naive dupes of the Valar 
and bring the Rightful Ruler of Middle-earth to control of Middle- 
earth (Sauron or even your character). Whatever your character’s 
motivation, it really helps to flesh him out. 


ALIGNMENT — You should determine your character’s 
philosophy, morals, and social tendencies; so we group these factors 
under alignment. The easiest decision is: isthe character good, evil or 
neutral (neither good or evil, out for yourself)? In Middle-earth 
terms the evil dudes arc usually (but not always) dominated by 
Sauron and are out to destroy the good guys (who either are passive 
or are actively opposing Sauron). 

The next question is: What are the morals and philosophy of the 
character? — Does he believe that the end justifies the means? 
Saruman did and he was finally corrupted. — Does he respect rigid 
Jaws? The Elves did not; some evil beings do. — Is he fatalistic? A 
good person might feelthat Sauron would win regardless of what he 
as an individual might do, so why bother resisting. — 1s he a 
hedonist? Good or evil, his prime concern would be to enjoy himself. 
Ail of these are interesting examples; there are many other options 
that add dimension and complexity to a character. 
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3.0 CREATING AND MOLDING A CHARACTER 


In a Fantasy Role Playing game each participant (player) except 
for the Gamemaster (GM) assumes the persona of one of the 
individual characters — his player character. Each player must first 
“generate” his player character in order to determine the character’s 
attributes, background, physical appearance, skills, etc.; in short, he 
must determine all of the various factors that control what the 
character is capable of doing in a Fantasy Role Playing environment. 
To generate a character the player should perform each of the 
following steps (as described in Sections 3.1 — 3.8): 


1) Decide in general what type of character to play. 
2) Rollthecharacter's stats (see Section 2.1). 

3) Choose a race for the character. 

4) Develop the character's adolescence skills. 

5) Choose a profession for the character. 

6) Choose the character's background options. 

7) Develop the character's apprenticeship skills. 

8) Outfit the character. 

9) Total the character's penalties and bonuses. 

10) Develop a persona for the character. 


The Character Record Sheet is the key in generating a character. 
This sheet is organized to aid you during the generating process. As 
you follow eachstep of the process, you should record your results on 
this sheet. Use a pencil, since you willbe changing and updating your 
character regularly. The various parts of the Character Record Sheet 
and what needs to go in them are discussed in Section 2.7. Some of 
the generation steps are interchangeable — primarily stat generation, 
race choice, and profession choice. 

If the Gamemaster and players wish to avoid the process of 
generatingcharacters, they can use the MasterCharacter TableST-3, 
which gives average bonuses for the various professions and levels. 

Before beginning to generate a character, a player should make a 
general decision as to what type of character he wants to have. This 
decision should concern the character’s profession, race, and his 
physical and mental attributes. 


EXAMPLE: The player that will be developing and controlling the 
character in this example and the rest of the examples presented in 
Section 3 has read The Lord of the Rings and wants to play a 
character similar to Aragorn II. Thus in general, he wants to generate 
acharacter who isa Dunadan Ranger with good physical stats. This 
example character will be called Varak Tanuk. 


To give the readers an idea of the dif ferent types of characters that 
may be developed, here are some of the characters from The Lord of 
the Rings (usually of very high level) and their races and professions 
in MERP terms. 


Aragorn Ш — Dunadan Ranger. 
Elrond — Half-eif Animist. 
Éomer — Rohir Warrior. 


Frodo — Hobbit Scout. 


Galadriel — Noldor Elf Mage. 

Gandalf — Human Mage (really one of the Istari). 
Сшш — Dwarf Warrior. 

Glorfindel — — Noldor Elf Bard. 

Legolas — Sindar Elf Warrior. 


Radagast — Human Animist (really one of the Istari). 


POWER 
POINTS* 


* — Power points are required for casting spells( seeSection 4.55). The number (bas- 
ed upon Intelligence or Intuxion) given above is multiplied by the character'slevel to 
obtain the character's pewer peint tatal. 
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31 GENERATING STATISTICS 


First the player must generate the stats which determine his mental 
and physical prowess (see Section 2.11 for descriptions o fthe6 stats). 
To determine the stats for a character, first make 6 rolls (1-100) and 
record them ona piece of paper. Ignore rolls of less than 20; you need 
6 rolls above 19. Low assign at your discretion each of the 6 rolls to 
one of the six stats as you see fit, and record them on your Character 
Record Sheet (seeSection 2.71). You should now have one value (bet- 
ween 20 and 100 inclusive) for each of your 6 stats. Remember, the 
higher the stat the more capable your character will be when perform- 
ing an action using that particular stat. At this point the normal stat 
bonuses (see Section 2.12 and Table BT-1) should also be recorded. 

Elves have certain advantages over the “mortal” races (see Section 
2.21), and in terms of a fantasy roleplaying game this is reflected by a 
restriction on how they assign their stats. Each Noldor Elf must 
assign his highest stat to his Presence, each Sindar Elf must assign one 
of his two highest stats to his Presence, and each Silvan Elf must 
assign one of his three highest stats to his Presence. 

Keep in mind that when a profession for the character is chosen 
(see Sections 2.4 and 3.4), the value assigned to the prime stat forthe 
character may be replaced with a value of 90. Thus it is often a good 
idea to assign your lowest stat to the prime stat. 


B STAT BONUS EFFECT TABLE 


APPLICABLE 
SKILL or ABILITY STAT 


Movement and Maneuver: 
No Armor and Leather 
Chain and Plate 

Melee OB 

Missile and Thrown OB 

Climb 

Ride 

swim 

Track 

Ambush 

Stalk/Hide 

Pick Lock 

Disarm Trap 

Read Runes 

Use Items 

Directed Spells 

Perception 

Leadership and Influence 

Body Development 

Defensive Bonus 

Essense Resistance Roll 

Channeling RR 

RR versus Poison 

RR versus Disease 


EXAMPLE: Our character, Varak Tanuk, makes 6stat rolls: 91, 98, 
07, 44, 85, 28. Since the 07 islessthan 20, he rolis again and gets a 63. 
These are the 6 values that he may assign to his stats: 91, 98, 44, 85, 
28, and 63. The player has read about Aragorn the Rangerand thinks 
that he wants to be that type of character. Varak wants to be strong, 
quick, and still be able to cast some spells. Since a Ranger has Con- 
stitution as a prime stat, he knows that he will be able to replace one 
of his low гөй (the 28) with a 90 when he chooses his profession. So 
he assigns his 6 stats as follows: 


ee BONUSES —---- 
STAIS Abbr. Value Norm Rae Тоа! 
Strength (ST) w. te m ==: 
Agility (AG) ES rue بے‎ 
Constitution (CO) „АА: +o — — 
intelligence 00) T MET с m 
Intuition ат) -B$ +5 — 
Presence (PR) EN RO. e кс, IL 
Appearance (AP) a 


He had to place his 85 in Intuition in orderto have one power point 
per level (see Table BT-1), otherwise he would be unable tocastspells 
(see Section 4.5). Varak has also looked up his stat bonuses from 
Table BT-I and recorded them 
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3.2 CHOOSING RACE AND CULTURE 

There are a variety of races (and cultures) that a player may choose 
for his character in Middle-earth. These races are described in Sec- 
tion 2.21; they include certain general classifications that in fact 
cover many races and cultures (e.g., Men include such races and 
cultures as Haradrim, Dunlendings, Beornings, etc). Therace chosen 
affects a character’s bonuses for skills (see Section 2.31), his develop- 
ment during his adolescence, his special abilities, his appearance, and 
certain other factors (see Section 2.22). Once the race (or culture) is 
chosen the player records it on his Character Record Sheet. He 
should also record any stat bonuses and Resistance Roll bonuses due 
to race (see Table BT-3). 

The Gamemaster may wish to restrict the players'choices to certain 
“acceptable” races. For example, a gamemaster may not want to 
allow player character Orcs or Trolls because members of those races 
are usually not free enough of external domination (evil masters, 
such as Матай! or Sauron) to be controlled by a player. However, а 
Gamemaster running а game set in the 4th Age of Middle-earth (i.e., 
after the destruction of Sauron and The Ring) might allow player 
characters to be Orcs and Trolls. 

In order to get a feeling of which races are usually suitable for 
player characters the Gamemaster should read the race descriptions 
in Section 2.21. The Race Table CGT-3 gives races which we suggest 
might be suitable. 

The Gamemaster may wish to require arandom determination of 
race and culture based upon Table CGT-3. 

Once the race has been choosen the player should determine the 
character's appearance. Factors affecting a character's appearance 
include height, weight, age, hair color, eye color, demeanor, etc. 
These characteristics and their significance are described in Section 
2.21 for each race (and culture). The Gamemaster must decide 
whether to assign these characteristics or whether the players may 
choose the characteristics within the limits given in the race descrip- 
tions. 

To obtain the character's Appearance (AP), make a roll (1-100) 
and then add the character's stat bonus for Presence (see Table 
BT-l). The Appearance may not exceed 100 through this method, 
although it mayreach 101 (but not 102) by usingbackground options 
(see Section 2.51). if the Gamemaster allows it, a character may ex- 


change his Appearance with one of his stats. We suggest that this only 
be allowed if the character's Appearance is increased by the ex- 
change. 


EXAMPLE: Still thinking of Aragorn, Varak chooses to be a 
Dünadan (the singular of Dúnedain). He records this in the "RACE" 
space, and looks upand records his special racial modi fications from 
Table BT-3. 


NAME: 
RACE: — DÓNADAN 


VARAK TANOK 


HEIGHT: 6'5” 


WEIGHT: 220 Ibs. 
HAIR: Вис 
EYES: айсу 


DEMEANOR: STERN 


Essence RR NX Xi 
Channeling RR XX IT 
Poison RR хх co__ 


Disease RR хх co__ 


After reading the racial description of the Dunadan in Section 
2.21, the player decides that Varak will be 6'5”, 220 Ib., with black 
hair, grey eyes, and a stern demeanor. He also records which 
languages (and to what rank) a Dunadan knows. A 77 is rolled for 
Appearance; and with a Presence stat bonus of +5, Varak's Ap- 
pearance is 82 (fairly good-looking). He decides net to exchange this 
82 with one of his stats. 


--—--- BONUSES – – – – – 

STATS Abbr, — Value Norm Race — Total 
Strength (ST 9 ўз, S 
Agility (AG) d. 320. +o = 
Constitution сө) 4B *0 жо NUN 
Intelligence 00) E ELM +0 z 
Intuition au 25 == жо 
Presence (PR) 25 СЦЕ Зараа 
Appearance (AP) өд. 

x = —— RR 

x _ RR 

xx == Е +5 — RR 

хх ан +5 RR 


Race Tables d: 


7 CGE3 = RACETABLE | | ST-1 — LANGUAGES OF MIDDLE-EARTH* 


` Adünaie = Black Numenoreans(5), Corsairs(S), Dünedain(4), Noldor Elves(3). 
Apysaic — Northern Haradrim(4), Southern Haradrim(S). 
SNB — ‘Auliduke — Beornings(Sy, Cd ppg CB? 
— Umli Half-orc Black. эрли screen) — Half-orcs(2), Haif-trolis(5), Uruk-hai(S), Olog-hai( 5). 
10921: Dwarf Duaael — Dunlendings(5), Rohicrim(l), Woses(2). 
m 22-25 Wose Troll Haradaic — Black Nuimenoreans(5), Corsairs(4), Northern Haradrim(5), Southern 
^ Man ** Orc : Haradrim(3), Variags(3). 
Half-elf Half-troli Khuzdul (Dwarvish) — Dwarves), Umtiti). 
sim e Uruk-hai Kuduk (The Hobbits’ subile variant of Westron) — Hobbit). 
indar 
۴ Labba — j: Unili2). 
Nd EIE olds abba — Lossorh(s). Шай). 
Logathig — Dorwinrim(5), EasterlingstS). 
* — these races are not normally player characters. у Манай ак — Beornings(5), Woodmen(s). Cae! 4% EY 
** — This classification includes many separate races (or cultures), Orkish — Half-ores(3), Orcs(5), Uruk-hai(4), 
a second roll may be made to determine the race (or culture). Рк —Wosesis): 


1st Roll 
ROLL RACE 


Quenya — Dünedain(l), Halí-elvest3), Noldor Elves(5), Silvan Elves(2), Sindar 
Elves(3). 
2nd Roll, applicable only to men 3 Rohirric — Rohirrimi5): ij 
"ROLL RACE OR CULTURE Sindarin — Dunedain(4), Dwarves(3), Half-elves(5), Lossoth(2), Woodmen(2) 
1101—05 Diinadan Noldor Elves(5), Silvan Elves(5), Sindar Elves(5) 
1106—10 Rohir Silvan (Bethteur) — Sifvan Elves(5), Sindar Elves(4), 
muis Beorning ^ Umitic — Umli5). 


}16-20 = -Woodman ji ere er 


-2 ; 
i EA obs Waildyth (Nature-signals) — Beornings(5). © en 


NISA Rural Man у Westron (Common Speech) — Beornings(5), Black Nümenoreans(5), Corsairs(5), 
155-78 Urban. Man Dorwinrim(5), Dünedain(S). Dunlendings(4), Dwarves(5), Basterlings(2), 
Ц Halí-elves(5), Half-orcs(S), Half-trolls(3), Hobbits(5), Lossoth(2), Noldor Elves(5), 
ı1 79—83 Dunlending Northern Haradrim(5), Olog-hai(3), Ores(3), Rohirrim(s), Rural Men(5), Silvan 
t 84—86 Easterling ` Blves(4), Sindar Elves($), Southern Haradrim(3), Trolis(4), Urban. Ment), 
| 87—89 Haradan Uruk-hai(4), Umli(2), Variags(2), Woodmen(2), Woses2).4.« 0 a 
490-92 Corsair *NOTE: The number in parenthesis after each race speaking a language is the normal 
193-95 Variag skill rank for that language for a member of that race. Any race in italics after a 
11 96—00 Black Numenorean language has that language as its home language 


Resistance Roll 
Modifications 


ESS CHN 


Hobbit +50 +20 
Umli c +20 
Dwarf ; +40 


Wose 
Man 
Dunedain (^ 


Нага 
Silvan Elf F +10 
Sidar ЕҤ 11.5008 3 Tu, 
Noldor Elf T +10 


Half-ore +10 
Ore +20 


Uruk-hai +20 -5 - +20 


Halt-troll 5 +10 0 ак 
| Troll E n -10 +15 5 AS 10 0 +30 +10 
| Olog-hai 5 ҮЕ з -10 -10 0 +20 +10 


KEY: ESS— Essence; CHN -Channeling; POS— Poison; DIS— Disease, ST—Sicengih; AG—Agility; СО Constitution; 1G—Intelligence; IT — Intuition; PR— Presence. 


Adolescence Skil! Development 


3.3 ADOLESCENCE SKILL DEVELOPMENT 

Table CGT-S indicates what skills a character develops during his 
adolescence (early life), and also how much theskill rank is increased 
in each skill. Thesignificance and mechanics of skills are described in 
Section 2.32. These skills are based upon the character’s race or 
cultural background. For example, if a man is raised in an Elven 
society he would use the appropriate Elven skill development. On his 
Character Record Sheet the player should place “X’s” in the number 
of skill rank boxes indicated below for each skill. Some skills are not 
included on the tables below because no race develops those skills 
during adolescence. 


CGT. LANGUAGE RANK TABLE 


EXAMPLE: Varak must now record the skill ranks, languages, and 
spell lists obtained during his Adolescence (see Table CGT-5). 

Varak really gets lucky when he rolls to try and learn a spell list. 
Needing to roll (1-100) “10” or less, he rells an "04" and learns a s pell 
list. He chooses “Moving Ways" and records it. Varak also gets 6 
ranks of language; he chooses one more rank in Quenya, 3 ranks in 
Rohirric, and one each in Hobbitish and Silvan. He would like to 
have picked K huzdul (Dwarvish), but the Gamemaster ruled that he 
would not have had the opportunity during his youth. 


chance 


[x] 
I 


LANGUAGES. RANK 


1) aerate 
2) uxsraon 
3) auenya 
4) — smbARUN 
5)  Ronra&ie. 
6) иеаатзк 


چ ها م ۾ فا س 


1 
1 
1 
1 
1 
] 


T) иман 


Varak marks his Adolescence skill ranks with “X's” in the ap- 
propriateboxes (see Table CGT-5). He marks one box each inNoAr- 
mor, Rigid Leather, Missile weapons, 2-Handed weapons, 
Polearms, Riding, Swimming, Reading Runes, and Using Items. He 
marks two boxes in Chain and 1-H Edged weapons. Finally, he 
marks three boxes in Body Development. 


SKILLS 5% Rank 2% Rank 
MOVEMENT AND MANEUVER: 

No Armor 

Soft Leather 

Rigid Leather X 

Chain xwooooo0 — Ranks-.- 


WEAPON SKILLS (Offensive Bonuses): 
1-H Edged wxDoDouDuUd ооооо 
2-Handed хпоооооооо 00000 
Missile юппппппппп ооооо 
Pole-arms KÜODDODBDOODOUUS ооооо 


GENERAL SKILLS: 
Ride xoo0000000 OGOOD 
Swim хооооооооо DODOOD 
MAGICAL SKILLS: 
Read Runes [-jmimimim|uimim|mim oo000 
Use lems хппппппппп ппппп 
MISC. SKILLS AND BONUSES: 
Body Devel. MX*DODODODOOOUO O00000 


Rank 1 — Allows basic verbal communication through simple phrases 
(e.g., Safe to eat?, Banger ahead?, What is cost?, Where is 
bathroom?, etc.). No reading or writing. 

Rank 2 — Allows speech on very simple subjects through simple 
sentences if both parties speak slowly and with great care. 
Allows the reading of simple sentences for a basic overview, 
but few details and no writing, 

Rank 3 — Allows speech with a fluency equivalent to that of an average 
native speaker, but without the tenal qualities (i.e, the speech 
would be accented). Allows the ability to read and write 
moderately simple passages but not for subtle concepts (i.e... 
about fifth grade level). 

Rank4 — Speechasin Rank 3, and the ability to read and write as an 
average literate man (i.e., about ninth grade level). 

Rank 5 — Allows absolute fluency with no accent and total literacy. 
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C 
£ 
S. & 
2 2 Е. 8 z5 - 
s E alcii k НИШ zi t 
Li Е zs Ea 3 
MOVEMENT i iiis 3 H tii Н iis i 
AND MANEUVER: 2 ZEB = 44 А 22558 әш NI 
No Armor- | | I ШЕЕ: с: 1 Ет ТРЕ Т т IER 1" 
Soft Leather- | 0 3 0000 0 00099020139 120141 0 
Rigid Leather | 1 3 0001 0 00211100011000 3 [ 
Chain- 3 0 0001 0 020020020021 090.0 2 
WEAPON SKILLS: 
1-H Edged- | 0 0 | 15 0 012020 
1-H Concussion- | 4.3 0000 0 000101 
2-Handed- | 0 4 0000 0 100010 2 
Thrown- £k 0099 2 Fst 1 0 2 О 
Missile- | 0 0 1 22324 2 011111 
Polearm- | 0 0 0000 0 200112 
1 05 
10 4 
rt F 
SUBTERFUGE SKILLS: 
Ambush- | 0 0 0 00 0 
Stalk/Hide- | 0 1 2 02 È 
Pick Locks- | 1 0 0 00 J 
Disarm Traps- 1.0 0 00 О 
MAGICAL SKILLS: 5 
Reading Runes- 0.0 2 1 0X ч 
Use tems- | 0 0 1 10 © 
MISCELLANEOUS: la 
Body Development- |- 3 2 1 33 3221223 232 554115 
Perception: 21 3 014% 1 1 1 FG 010 о 
% CHANCE OF CETTING 
A SPF ST bes 102,22 5 3 315 5 3"$ 000 o 
# OF ADDITIONAL 
LANGUAGE RANKS f 4.3 56 213-8 31-4 4 5.3.4 2 2 2 2 d 
# BACKGROUND POINTS 4&4 2 533 404-23 34 43441 1325 g 
*— Ifthe player rolls equat oor below this number (1 — 100), his character learns а spell Tist, The actual choice of this spell list is not made until the player has 
chosen a profession for his character, because the choice must be made within the restrictions of his profession (sce Section 2.4) and race (ес Section 
2.21), 
+ — This allows the player to increase the ranks of languages he already knows due to histace (up to a rank of 5), or it allows him to choose other languages 


and develop ranks in them, or a combination of the two possibilities. 
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Choosing a Profession 


3.4 CHOOSING A PROFESSION 


After a character’s stats have been assigned, his raciai factors 
determined, and his adolescence skills recorded, the player must 
choose one of the six professions (see Section 2.4) and record it on his 
Character Record Sheet. The Gamesmaster may wish to restrict cer- 
tain races from choosing certain professions (e.g., Dwarves and 
Hobbits may not be Mages or Bards). Suggestions for such restric- 
tions appropriate to Middle-earth are summarized in thedescriptions 
of the individual races (see Section 2.21). 

Each profession has one stat which is that profession's "prime 
stat". The prime stats are Strength for a Warrior, Agility foraScout, 
Intelligence for a Mage, Intuitionfor an Animist, Constitution fora 
Ranger, and Presence fora Bard. If the player wishes hemayreplace 
the value previously assigned to his character's prime stat with a 90. 

The character should then choose a realm of magic (see Section 
4.5) at this point. This is automatic for Mages (Essence), Animists 
(Channeling), Bards (Essence), and Rangers (Channeling); Warriors 
and Scouts have the option of choosing either Essence or Channel- 
ing. The character should also record how many power points (see 
Section 4.5) he has for casting spells. The number of power points a 
character gets per level can be obtained from Table BT-I, using his 
Intelligence stat (if his realm is Essence) or his Intuition stat (if his 
realm is Channeling). 

The character should also total his stat bonuses at this point and 
record that he is Ist level and has 18800 Experience Points. 


EXAMPLE: Varak chooses to become a Ranger. He records this, 
along with the other factors determined at t his time: his Realm (for 
casting spells) is Channeling (since he isa Ranger), his level is Ist, and 
he has 10000 ex perience points. He also (cleverly) decides to replace 
his prime stat as a Ranger, Constitution, with a 90. This is done and 
the stat bonus is upgraded f rom 3-010 + 10. Since his Realm is Chan- 
neling his Power Points are determined by Intuition; from Table 
BT-1, we look up and record that his Power Point total is 1. Finally, 
Varak totals his normalstat bonusesand his racial stat bonuses to ob- 
tain his total stat bonus. 


PROFESSION: Алмаға 
LEVEL: 1 

----- BONUSES -———— 
STATS Abbr. — Value Norm Rawe Тоа 
Strength бт) а зю å art ‹ эш 
Agility (AG) а жо +0 жо 
Constitution (co) -30. +0 E 420 
Intelligence uc) E +o +0 +0 
Intuition ат) 85 +5 айай ж: 
Presence (PR) 63 +9. EST LEE. 

Appearance (AP) РЕС 

REALM: CHANNELING 


POWER POINTS: 4£ 
EXPERIENCE POINTS: — £0,900 


35 BACKGROUND OPTIONS AND DETAILS 


Each player character has a certain number of "Background 
Points" based upon his race (as indicated in the last row of Tabie 
СОТ-5). These points must be allocated to the "Background 
Options" described in Section 2.51. The Gamemaster may decide to 
assign theseoptionsinhisown manner, or he may allow the players to 
choose from or roll on the Background Option Tables CGT-2. The 
results of these choices should be marked on the player's Character 
Record Sheet. 

After the character has allocated his points to his background 
options, the Gamemaster should define his background (see Section 
2.52). The Gamemaster can base this background upon the 
character's race, profession, and background option choices, as well 
as thesettingof the game. This is up to theGamemastereven though 
the player character concerned may have some input. 


EXAMPLE: Varak must now allocate his background option 
points; he has 3 points since he isa Dunedain (see Table CGT-5). He 
puts one point into Special Abilities, one into Special Items, and one 
into Hobby Skill Ranks (see Section 2.51). His Gamemaster has 
decided to allow the players to choose f rom the Background Option 
Table CGT-2 instead o f having to roll. 

Varak chooses “Very Observant” as his special ability since he isa 
Ranger, and records his + 10 bonus in the “Special” column of the 
Track skill row and the Perception skill row. He also writes "Very 
Observant” next to SPECIAL on the Character Record Sheet. 


SPECIAL: 
Track Ats IG tio 
Perception , . , IT +10 


Varak chooses а + 15 broadsword as his special item, and records а 
+15 inthe "Item"column of the 1-H Edged row, 


WEAPON SKILLS (Offensive Bonuses): 
I-H Edged... ST “us 


Finally, he chooses to put his hobby skill ranks into Caving (a secon- 
dary skill, Section 2.33). Since it is a secondar y skill he gets 5 skill 
ranks and records them. 


SECONDARY SKILLS: 
CAVING BKE XXOIDODO O00000 
oooo000o00 оооор 


Based upon these choices, the Gamemasterand player get together 
and decide upon a brief outline of his background. Varak is the 
younger son of Canae Tanuk, a Dunadan Ranger of Northern Ar- 
nor. All of his family but his father were killedinan Orcattack when 
he was young. He was trained by his father in Caving and 
Woodsmanship. He is exceptionally shar p-e yed and observant. His 
Sather disappeared when he was I7, leaving only his + 15 broadsword 
that Varak carries. Varak plans tofind out what happened to him as 
soon as he finishes his apprenticeship under his f ather's best friend, 
Pralorn Durban. The Gamemaster plans to flesh out this 
background as Varak adventures and finds out more details about his 
famil y. 


ШШ 
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(ESS GLARE Body Development; (+3) = Weapon Skills. 
(+1) Weapons Skills, General Skills; (+2)— Subterfuge Skills; (+3)— Perception. 
‘Using Items, Base Spells; (+3)— Directed Spells. 
(+1)—Reading Runes, Using Items, General Skills, Perception; ( +2) — Directed Spells, Base Spells. 
(+2)= Weapon Skills, Perception, Stalking/Hiding; (--3)— General Skills. 
(+ D) Weapon Skills, General Skills, Subterfuge Skills, Magical Skills, Base Spells, Perception. 


ITEM 


` $10: Bonus magic item: + 10 to any skill with which the item 
is used (¢,g., а + 10 mace would increase the mace OB by 10 
when used in combat, a +10 lockpick would give a +10 
bonus for picking locks, a +10 saddle would give a +10 
STAT INCREASES — bonus to riding, а + 10 suit of armor would increase his DB 


Increase one stat by 2 coi by 10, etc.). The player may choose the type of item. 
er Increase each of three stats by 1 OR 


+ Î spelbaidder item: Allows the easterto cast one additional 


LANGUAGES — 1; iud $ ‚ Spell per day withoutexpeñding powcr points (see Section 


à 4.56 J. It is suggestéd.1bat such.items be at least 3 long and 
Learn one language to skill rank 5 = СЕ раан: 


Daily spell item: an item which allows a spell to becast а cer- 
tain number of times a day without expending power points 
SPECIAL ABILITIE: (see Section 4.56): a Ist level spell four times a day, a 2nd 
ROLL ABILITY levelspellthreetimes a day, a 3rd level spell twice aday, or a 
4th level spell once a day. The player may cheese any spell 
(4th level or lower) and the type of item (if the GM deems it 
01-50 — A special 3-5 bónus to any one primary skill. appropriate) OR the Gamemaster and player mayagree on a 
n specjal magic item (e.g., a canteen that refills once a day, a 
51-55 А special + 15 bonus in a secondary skill. rope that ties and unties itself, a backpack which is 
weightless regardless of contents, etc.). 
56-60. Empathy with a type of arrimal: start witir gne pet or loyal = i =T 99.00: “4 15 bonus magic item (4$ above) ОК +2 spell adder tas! 
companion animal of that typé(e.g., falcon, hawk, weasel, ы Bove). t 
cat, dog, horse, etc.). Any maneuver on or with sucha 7 
animal ¥eceivesca special +25 bonus- f NOTE: 1f multiple rolls or choices are taken from this table. it is suggested that the 
player have the cheice of having all of the abilities joined in one item or spread 
Infravision: ability to see sources of heat in darkness. Range threughout two or more separate items. The +s (bonuses) on item and spell adders 
is up to 100' (alternatively, any one other sense may be would be cumulative (up to a total of +30) if taken in one item. 
enhanced in a similar manner). 


MONEY OPTION — Ñy- 29° 
adversity, nermally Essence Spells, Channeling spells, P ROLL AMOUNT 


Resistance: a special + 1@ bonus to RR's against one type 


poisons, or diseases. 01-02 1gp 


03-05 
06-15 
16-25 
26-35 
36-45 
46-55 
56-65 
66-78 
2125 
76.80 
81-85 
86-90 
91-94 
95-97 
98-99 


Proficient with spells: start having learned onc extra spelllist 
(this background option may only be obtained once). The 
type of spell list is still limited by profession and race. 


Adept at moving {maneuvers 2rspecial +10. bonus to all 
moving matieuvers. 


Very observant: a special +10 bonus to perception and 
tracking. 


Lightning reactions: +5 to DB and +5 to all ОВУ. 
Charismatic: a special +10 te leadership and influence. 


Resistant to pain: +3 to each 010 roll for concussion hits 
from body development skill development. = 
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Apprenticeship Skill Development 


3.6 APPRENTICESHIP SKILL DEVELOPMENT 


After background options and a profession have been chosen each 
character must develop skills during his apprenticeship. Based upon 
his profession, the character receives a certain number of Skill 
development points in each of the skill categories as indicated in 
Table CGT-4. This process is also used each time that a character's 
level increases. The various skills and categories are described in 
Section 2.32. 

The development points in a given category may be used towards 
increasing skill ranks (see Section 2.3) in that category. A skill rank 
may be increased by one (and one only), by using one of these 
development points. A skill rank may be increased by two by using a 
total of three development points. A skill rank may not be increased 
by more than 2 ranks during the apprenticeship. 

The exception to these rules are the Movement and Maneuver 
skills. A character may allocate to any of the Movement and 
Maneuver skills as many of his development points that he has 
available in the Movement and Maneuver category (and those he 
transfers). Each point increases the skill rank by one, regardless of 
how many points are allocated to that skill. 


TRANSFERRING DEVELOPMENT POINTS — Development 
points that have not been used may be transfered to another 
:ategory. If the category that the points are transferred to has an 
на! development point totalthat is zero (e.g., Weapon Skills fora 
Mage or Spell Lists for Warriors and Scouts), then that category 
receives one development point for every four transferred. [f the 
category that the points are transferred to has an initial development 
point tota] that is not zero, then that category receives one 
development point for every two transferred. Points may be 
transfered from several categories. Unused points are lost. Points 
from any category or combination of categorres may be used to 
develop the Perception skill (i.e., transferred ona 1 to 1 basis). 


SPELL LISTS — Each development point used ona spell list givesa 
20% chancc of "learning" (see Section 4.5) a spell list, thus using 5 
points gives a 100% chance of learning a list. A given character may 
only roll once during apprenticeship to learn a spell list. If acharacter 
attempts to learna list and fails, the development points carryover to 
learning the list for the next level (see Section 2.63). These points 
should be recorded on the Character Record Sheet next to the spell 
list name. If enough points are expended to give a 100% chance of 
learning alist, thecharacter may expend more pointsto take a chance 
of learning a second list (20% chance per point). A character's 
profession (see Section 2.4) and race (see Section 2.21) determine 
which spell lists he may learn. 


EXAMPLE: Varak must now develop his skills during his Appren- 
ticeship. Remember that some skills have alread y had their ranks in- 
creased during Adolescence skill development. He checks Table 
CGT 4 and finds out hew many development points he gets in each 
categor y: 


Weapon Skills -3 Body Development ~2 
General Skills -4 Languages —1 
Subterfuge Skilis -2 Movement and Maneuver — 2 
Magical Skills -0 Spell Lists -I 


Varak decides to concentrate his weapon development in 1-H 
Edged weapons and puts all 3 of his Weapon Skill points into 1-H 
Edged, increasing that skill rank by 2. Remember (except for Move- 
ment and Maneuver skills), an allocation of 1 point increases a skill 
rank by І, but an allocation of 3 points onl y increases a skill rank by 
2. He also puts both of his Movement and Maneuver points into 
Rigid Leather, increasing his Rigid Leather skill rank by 2. 


MOVEMENT AND MANEUVER: 
No Armor 
Soft Leather 
Rigid Leather 
Chain 
WEAPON SKILLS (Offensive Bonuses): 
LH Edged XXEXOODOOU UUDOO 
1-H Concussion OOOO00000 
2-Manded Kunono 
Thrown 1 1 100 
Missile XLIUI uuu00 
Роса x 


Looking at his2 points in Subter fuge Skills, he decides to put one 
point into Stalk/Hide and one point into Disarm Traps. Heputsone 
of his General Skills points into Track and one into Climb, and 
decides to transfer the other 2 General Skills points to Bod y Develop- 
ment, resulting in a total of 3 points for Bod y Development (since 
development points normall y transfer at a rate of 2 to 1). 


GENERAL SKILLS: 
Climb. Koaoaonuooog 00000 
Ride XDOODODEODO on000 
Swim Boooo0o00000 DOODOO 
Track яооооооооо aono 
SUBTERFUGE SKILLS: 
Ambush оооо000650с 00000 
Stalk/ Hide gsooo0cono0000 ооооо 
Pick Lock pnaoaonuaondogo O00000 
Disarm Trap ппппппппп 00000 


He uses the 3 points that he has in Body Development to increase 
that skill's rank by 2. Since points from any categor y can be used for 
Perception (on a 1 to 1 basis), he uses his Language point to increase 
his Perception skill rank by one. 


MAGICAL SKILLS: 


Read Runes noooo 
Use Items pnonooo 
Directed Spells ganado 


MISC. SKILLS AND BONUSES: 
woOoo000000 noooo 
maxWNDOODUODO O00000 


Perception 
Body Devel. 


Finally, he uses his point in Spell Lists to try and learn the “Nature's 
Guises” list. This gives him а 20% chance of learning the list (rolling 
less than or equal to 20). He rolls an 84 and does not learn the list, 
However, he records the list and the fact that he has a 20% chance to 
build on when he reaches the next level. 


SPELLLISTS 


chance 
Ix 1 


ji 


{Readying a Character. 
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CGT-4 — DEVELOPMENT POINT TABLE 


WEAPON SKILL.S: 


AND MANEUVER: 


SUBTERFUGE SKILLS: 


PROFESSION 

CATEGORY WARRIOR MAGE ANIMIST SCOUT RANGER BARD 
Movement and Maneuver 3 0 1 1 2 0 
Weapon Skills 5 0 1 3 3 2 
General Skill 2 2 2 3 4 2 
Subterfuge Skills 2 0 1 5 2. 2 

tagica] Skills 0 5 2 0 0 3 
Body Bevelopment 3 1 1 2 2 1 
Languages 0 2 2 1 1 3 
Spell Lists * 0 5 5 0 1 2 

* — Special see above. 

CATEGORIES: 
MOVEMENT 


GENERAL SKILLS: MACICAL SKILLS 


LANGUAGES: Skill in each language is developed separately. 
BODY DEVELOPMENT: Determines a character's hits. 


No Armor 1-Handed Edged Ambush Climb Reading Runes 
Sofi Leather I-Handed Concussion Stalk/Hide Ride Use Items 
Rigid Leather 2-Handed Pick Locks Swim Directed Spells 
Chain Thrown Disarm Traps Track 
Plate Missile 

Pole-arms 
SPELL LI ach spell list is learned separately. 


PERCEPTION — This skill may be developed with points irem any category or combination of categories. 


3.7 READYING THE PLAYER CHARACTER 

Once the player has completed the steps outlined in Sections 
3.1-3.6, heneedsto obtain equipment and supplies for his character. 
He also needs to total each of his bonuses (i.e., Offensive Bonuses, 
Defensive Bonus, Moving Maneuver bonuses, etc.). 


3.71 OUTFITTING 

Each character begins the game withtwo normal weapons of his 
choice (inaddition to any special items). He must haveaskillrank of 
Тог more in each weapon skillthat applies to the weapons. He begins 
with one set of armor (MM bonus must be -10 or higher). In addition, 
he begins with clothes (including cloak and boots), scabbards for his 
weapons, a weapons belt, and normal personal effects. 

Each character starts with two gold pieces with which to buy 
equipment and to survive on until he can get more. In addition he 
may start with moremoney from his background options (see Section 
2.51). The character may purchase (and start the game) any 
equipment and supplies that he wishes from Tables ST-4 and ST-5 
with this cash. If the character has enough money, these purchases 
may include herbs (see Table ST-5) and items with magic bonuses (see 
Table ST-4, Table ST-7, and Section 4.56). The Gamemaster may 
wish to make other equipment available. The players can keep track 
of their supplies and equipment on the back of their Character 
Record Sheets. 


EXAMPLE: Varak must now determine what equipment and sup- 
plies he will carry. As starting equipment, he may automatically 
choose to have: 


weight in Ib. 

His +15 sword (only weighs 3 Ib) E] 
Rigid Leather Armor wear 
A Handaxe 5 
A Composite Bow 3 
Weapons belt wear 
Clothes (includes boots & cloak), personal effects wear 

M 


Varak has 2 gold pieces to spend on other equipment (from the 
Equipment and Price T able ST-4). He decides 10 buy: 


gp sp bp cp tp* weight in lb. 
0 0 0 0 O0 Starting equipment 11 

0 2 5 0 0 Leather helm wear 
05 5 0 0 Shield 15 
озо 0 0 Dagger 1 

0 1 0 0 0 2 Quivers of 20 Arrows each 6 

0 0 2 0 0 Backpack 2 

0 0 2 @ è Bedroll 5 
00 100 Tap 4 

0 9 1 O ® Hlintand steel и 

0 2 4 0 0 100 superior rope 6 

0 0 0 1 5 Storches $ 

0 0 9 1 ё Waterskin (full) 1 

0 0 1 0 0  Trailrations (I week) 14 
1:55. же. 70 4 lb. 


* gp = goldpiece; sp = silver piece; ete. 


Varak decides against arm greaves (-5 to OB) and leg greaves (-5 to 
Movement and Maneuvers), due to thecostand penalties. T hese pur- 
chases leave him with 4 silver pieces, 8 bronze pieces, 7 copper pieces, 
and 5 tin pieces. 
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Encumbrance and Bonuses 


3.72 CALCULATING THE ENCUMBRANCE PENALTY 

After the character has been outfitted, the player should total the 
weights of all of the character’s equipment and supplies (other than 
clothes and armor), rounding down to the nearest pound. If the total 
is over 15 pounds, a penalty may result, Table BT-5 gives the penalty 
for carrying excess weight; this penalty is applied to ALL movement 
and moving maneuvers. If running or attempting to run (see Section 
6.41), the encumbrance penalty is applied before the doubling effect 
for doubled movement. This penalty should be placed in the “EN- 
CUMBRANCE PENALTY” space on the Character Record Sheet. 


3.73 TOTALING THE BONUSES 
At this point the player must determine and total his bonuses for 
skills and other capabilities. 


Skill Rank Bonuses: The number of skill ranks is totaled for each skill 
and the bonus is determined from Table BT-4 and recorded on the 
Character Record Sheet on the appropriate skill’s bonus line. 


Stat Bonuses: For each stat, the stat bonus is obtained from Table 
BT-1, and the racial stat bonus modification is obtained from Table 
BT-3. Both are written in the appropriate space next to the stats on 
the Character Record Sheet, and then the totals are written next to 
them. These stat bonuses are also recorded on the bonus line of any 
skill to which they apply (see Section 2.7). 


Professional Bonuses: Each profession receives bonuses for certain 
skills and skill categories (see Section 2.4). These bonuses are record- 
ed on the appropriate bonus lines on the Character Record Sheet. 
Item Bonuses: Certain magic items provide bonuses to certain skills. 
These bonuses should be recorded on the Character Record Sheet. 
Special Bonuses: These bonuses can come from background options, 
spells, armor penalties, etc. Some of these bonuses are already on the 
Character Record Sheet. Total these bonuses for each skill and place 
them in the appropriatespaceson the playerCharacter Record Sheet. 

Finally for each skill, all of the bonuses are summed to obtain the 
total bonus which is used in play. 


NOTE: o "Movement and Maneuver" bonus for a given 
character can exceed the sum of his Agility stat bonus + 10. 


is the encumbrance репай л) 


(сеш 


CHARACTER'S 


16-25 26-35 36-45 
30 60 NA 
20 35 60 
15 25 40 
15 20 30 


EXAMPLE: In the example in the previous section, Varak equipped 
himself and figured out how much weight he was carrying, 70 \ lb. 
He checks Table BT-5, and finds his penalty is -25. Since he is ex- 
tremely strong, he has a strength bonus o f +25, resulting in an En- 
cumbrance Penalty of 0. For a normal person (with no strength 
bonus), the Encumbrance Penalt y would be -25. People have teased 
Varak that he would make a good pack animal (the teasing does not 
usually last long and is not repeated), 

Varak would start incurring a penalty if he picked up 10 more 
pounds of stuff, so he tells the Gamemaster that a lot of the heavy 
stu ff (back pack, waterskin, rope, most o f the rations, bedroll, tarp, 
and torches) is in his back pack. T hen even if heentersa fight or hasto 
run away carrying someone, he can drop his pack and his Encum- 
brance penalty will not cause him to suffer much (it can never be 
greater than 0) 


ENCUMBRANCE PENALTY: ST +25 4 -4 = _+0 


BT-4 — SKILL RANK BONUSES TABLE . 


WEIGHT CARRIED LN LBS. (ether than armor and clothes) 
46-00 


NA 


SKILL RANK BONUS 
0 25 
1 $ f 
2 10 
3 15 
4 20 
5 25 
6 30 
7 35 
8 40 
9 45 
10 50 
m 52 
R 54 
13 56 
14 58 
15 60 
16 62 
17, 64 
n 66 
19 68 
20 70 i 


+1 for each rank over 20 (e.g., 72 bonus for skill rank 22), 


61-80 81-100 101-120 121.140 141.160 
NA NA NA NA NA 
NA NA NA NA NA 
NA NA NA NA NA 

60 NA NA NA NA 

40 60 NA NA NA 
40 60 NA МА. 
35 45 60 МА 
30 35 50 60 
30 35 45 55 
25 30 40 50 
25 30 35 45 
20 25 30 40 
20 25 30 35 
20 25 25 35 
15 20 25 30 


Bringing a Character to Life 
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EXAMPLE: Varak now fills in all of his bonuses and totals them. 
His itemand special bonuses area + 15 broadsword, -5 to Perception 
when wearing a helmet, and + 10 to Tracking and Perception. 

His professional bonusesare +2 for Weapon Skills, Perception, 
and Stalking/Hiding. He aiso gets + 3 on all General Skills. 

The Stat bonuses come straight from his Character Record Sheet, 


SKILL RANKS 


and the Skillrank bonuses areobtained from Table BT -4 (-25 forskill 
rank 0, and 5 times the skill rank otherwise). 

For each skill rank in Bod y Development, Varak may roll D1 — 10. 
He rolls: 5, 8, 4, 3, and4; f or a totalo f 24. This plus hisstat bonus of 
+ 20 and the standard +5, give Varak 49 hits. T hus he can take 49 
hits in damage before he passes out. 


SKILL BONUSES 


SKILLS 5% Rank 2% Rank Rank — Stat Pref Item Spec Spec Total 
MOVEMENT AND MANEUVER: 
No Armer ко - EA AG.+40 xx zoo E +0 HSMM 
Soft Leather nan- 25 АС +10 хх — = 4$ 232 MM 
Rigid Leather +15 АС хх m EM 30 -5 MM 
Chain +10 Si as xx 45 о мм 
Plate 235. ST *2s xx pe وج‎ E 760 мм 
WEAPON SKILLS (Offensive Bonuses): 
1-H Edged wX3wOOgOQOO 00000 +20. ST tas. ET +15 —— #@ОВ 
1-H Concussion О000000000 00000 zas 5Т_+25 +2. — T: — +2 ОВ 
2-Handed angonangoaga папопа +5 5Т. 425 +2 == =: — 2208 
Thrown аппапапапа 00000 ET АС +0. ET эь — із Ов 
Missile яооооооооо ооооо PTS AG +40 E ==, = +47 OB 
Pole-arms 000000000 ооооо +5 5Т.+25 ta £32 eh 
GENERAL SKILLS: 
Climb кооосооооо ооооо ET: AG Ho 33. же MM 
Ride хооооооооо ооооо +5 IT ££ +3 mE ت‎ — ыз MM. 
Swim wooonononon O00000 ts АО +0 +3 = E — HAMM 
Track z000000000 ппппп + [o3 +3 ج‎ 48 SM 
SUBTERFUGE SKILLS: 
Ambush oo00000000 O00000 xX xx xx == کے‎ cas SP 
Stalk/Hide кппппппппп ооооо PR +5 +2. T +42 SP 
Pick Lock onouonougonu ооооо IG_+9 a, = mu = =25_ SM 
Disarm Trap MDODODOOUODDO ооооо T5. -— — == — +10 SM 
MAGICAL SKILLS: 
Read Runes o00000000 пппйп +5. IG +0 - += SM 
Use ltems жоопоооооо 00000 +5_ та — = eu 410 SM 
Directed Spells  CiGGOGOGOGO 00000 E AG +0 Ё EE — 08 
MISC. SKILLS AND BONUSES: 
Perception югппппппппп 00000 +5 IT_£5. +4. E - +10 HM 
Body Devel. memzxGOnOn 00000 +24 ET nae a PH +5 +49 SP 
Base Spells хх хөх КИА e a س‎ +0 OB 
Armor AL Leadership and influence хх PRLS xx +5 SM 
Shield — (+25) Defensive Bonus хх AG 340 xx — — = +0 DB 
Helm—  i£erieA Essence RR хх 1G +0 xx diet x3 —  — t9 RR 
Arm Greaves— ло Channeling RR xx ts. xx Hm rei dk *5 RR 
Leg Greaves— wo Poison КК xx CO +20 хх +5 +25 RR 
Discase RR xx CO 420 xx +5 425 RR 
SECONDARY SKILLS: 
— Cae — XMEMBOOOOO O00000 +25 16+0 хх +25 SP 


пппппппппп 00000 


3.8 BRINGING A PLAYER CHARACTER TO LIFE 

The player should develop a scheme and outline of his player 
character’s basic character traits (see Section 2.8). These may be the 
player's own traits, in which the player character is basically the 
player himself placed in the game world and situation. Alternatively 
the player may choose a persona entirely different from his own, or 
some medium between the two extremes. 


EXAMPLE: Varak is a noble person, devoted to fighting evil in the 
form of the minions of Sauron. Unfortunately, he tends to carry this 
to an extreme; to him mereassociation with a known agent o f Sauron 
should be punished by quick execution. Likewise, he feels that many 
neutral people who steal or per form "evil" acts must be destroyed. 
His motivation is to become as power ful as possible, so as to most ef- 
fectively thwart the plans of the Dark Lord. He also wants to find his 
father (living or dead), if it does not interfere with his personal war 
against evil. 
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4.0 THE WORLD SYSTEM — THE GAMEMASTER’S TASK 


In order to run a fantasy role playing game a Gamemaster must 
develop and outline all ofthe basic components of a “World System”. 
These components are similar to the components of a novel or play: 


1) A setting must be developed for action to take place in. 

2) Thecharacters who inhabit the setting must be sketched out. 

3) A general plot or scenario must be outlined. 

4) Decisions must be made concerning how to handle certain 
elements of role playing (e.g., adventures, magic, religion, 
healing, poisons, etc.). 

Developing the components mentioned above requires a lot of 
work and effort on the part of the Gamemaster. There exists a 
number of commercial products which provide part or allof each of 
these components. Adventure or campaign modules provide 
settings, characters, and scenarios, while rules systems such as 
MERP provide the quidelines for handling the various elements of 
role playing. A Gamemaster should keep in mind that all such play 
aids are merely quidelines for his own creativity and imagination. 
These modules and rules are meant to be modified and adapted to fit 
the Gamemaster's concept of what he wants his “world system” to be 
like. 

For a Middle-earth world system, the Gamemastershould first and 
foremost read and absorb J.R.K. Tolkien’s works, primarily The 
Hobbit and The Lord of the Rings. These novels provide a rich, 
descriptive outline of an exciting setting — all of Arda, and Middle- 
earth in particular. They introduce an enormous variety of types of 
characters and creatures — Elves, Hobbits, Dünedain, Wizards, 
Ents, Nazgül, Orcs, Trolls, Dragons, Balrogs, etc. And ofcourse the 
novels are intertwined with a plot of truly epic proportions (the 
struggie of the Free Peoples against the Dark Lord, Sauron of 
Mordor, and his minions). 

Iron Crown Enterprises’ (I.C.E.) Campaign and Adventure 
Guidebook for Middle-earth provides a wealth of general informa- 
tion on Middle-earth. It describes the principle inhabitants, 
languages, cultures, topography, climate, trade routes, population 
centers, and a variety of other factors concerning Middle-earth. It 
also provides a 24”x36” full color poster map of the entire continent 
of Middle-earth, including the wild lands north, south, and east of 
the Western Middle-earth detailed by J.R.R. Tolkien. 

Iron Crown Enterprises’ Middle-earth Campaign Modules provide 
even more detail concerning specific regions of Middle-earth. These 
modules provide a view of Tolkien's Middle-earth and are concerned 
with the necessary elements of setting, culture, characters, and plot 
which specificatly apply to fantasy role playing. They include de- 
tailed maps of the region covered by the module, descriptions of the 
cultures and specific major adventure locations in the area, and other 
material which makes a Gamemaster's job easier and more produc- 
tive. 

LC.E.'s Middle-earth Adventure Modules are descriptions of 
specific locations for ready-to-run adventures that provide all of the 
material needed for a number of sessions of a fantasy role playing 
game, The Middle-earth Role Playing system includes a very simple 
sample adventure module, THE LAST BRIDGE, which is designed 
to be played by a beginning Gamemaster and group. THE LAST 
BRIDGE includesthe inn at the ^Last Bridge" on theroad from Bree 
to Rivendell, the Trollshaws region, a Troll lair, and a ruined castle. 
After beginning a group in this area a Gamemaster can outline and 
design an area of his own in Middle-earth, or he can use one of 
1.C.E.’s Modules set in an adjacent region or another section of 


Middle-earth: Bree and the Barrow-Downs, Angmar, Northern 
Mirk wood, Isengard, etc. 

Whichever approach a Gamemaster employs, MERP provides 
guidelines and suggestions for designing and organizing the key ele- 
ments of his fantasy role playrng game. The following sections dis- 
cuss the various elements of a fantasy role playing game and present 
some of the problems and situations that may arise during play. 


4.1 THE SETTING 

The setting for a game can vary according to the amount of time, 
effort, or money a Gamemaster is willing to spend. Fortunately fora 
Gamemaster running a game in Middle-earth, an enormous amount 
of the work has already been done — by J.R.R. Tolkien. Further 
detailed material is also available in the form of I.C.E.’s modules. 
Playing aids such as maps, layouts of building and towns, 
descriptions of various hazards, and provisions for treasure are all 
necessary ingredients for a setting that is realistic and playable. 

For the purpose of bringing beginning Gamemasters gradually 
into fantasy role playing, MERP will simplify the process of 
constructing and designing a setting for a game. Thethree basictypes 
of settingsdefined in MER Pare: civilized areas, the countryside, and 
adventure sites. Each type of setting satisfies a different need in a 
fantasy role playing game, while the three taken together provide a 
framework that will handle most situations that arise in a game. 


The Setting 
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4.11 CIVILIZED AREAS 

Civilized areas in a fantasy role playing game provide a place for 
player characters (and other characters) to buy and sell things, to get 
food and lodging, to get information on potential adventures, to heal 
and recuperate, etc. In other words a civilized area is a place that 
serves as a base of operations for a group of adventurers. These areas 
also have potential for adventures such as attacks by thieves or 
muggers, con jobs, tavern brawls, attempted poisonings, etc. 
Suggestions for various activities of this type and guidelines on how 
to run them are presented in Section 5.1. 

A civilized area can beas simple as an isolated inn or castle (the 
sample civilized area provided with MERP is the inn at the Last 
Bridge), or as complex as a huge city with intricate internal politics 
and adventures. In general, a civilized area setting (see Part ПІ for a 
complete example) can be described by providing: 


1) Maps and layouts. 

2) A description of inhabitants and visitors. 

3) A price list of available services, supplies and equipment. 
4) Some sort of outline of available information and clues. 
5) An outline of available healing and recuperation facilities. 
6) An outline of possible hazards and adventures. 

7) A basic description of the area's current events and mood. 


4.12 COUNTRYSIDE 

The countryside in a fantasy role playing game includes all of the 
areas of the world which are not adventure sites (see Section 4.13) or 
civilized areas (see Section 4.11). The countryside is the setting in 
which characters can travel, camp, explore, scout, hide, and evade 
pursuing forces. Characters can also encounter creatures and other 
characters in the countryside, resulting in ambushes, fights, meeting, 
sightings, etc. These activities and how to resolve them aredetailedin 
section 5.2. Basically, the countryside is the general setting in which 
the civilized areas and adventure sites arc placed. 


The countryside that a Gamemaster uses can be represented by a 
simple pencil sketch of a smallareawith the primary terrain features, 
the locations of the civilized areas, and the locations of the adventure 
sites all marked. Alternatively, the countryside can include all of 
Middle-earth in a very general form (from the maps in J.R.R. 
Tolkien's works and L.C.E.'s Middle-earth continent map), along 
with very detailed maps and descriptions of the specific region in 
which the game is taking place. The map and sample terrain layout 
provided in MERP are good examples of a detailed countryside. In 
general, an adequate countryside (see Part 111 for a complete exam- 
plc) can be described by providing: 


1) Asketch map of the overall world. 

2) Detailed maps of the specific area in which the adventures occur. 

3) Thelocation of civilized areas and adventure sites. 

4) Sketches of typicalterrain that might be encountered. 

5) A description of normal creatures and inhabitants. 

6) A description of characters and creatures who might pass 
through. 

7) A list of possible encounters and hazards (including weather). 


4.13 ADVENTURE SITES 

Adventure sites are specific places which provide opportunities for 
characters to sneak around, explore, fight, loot, and all of the other 
things that contribute to the central objective of fantasy role playing 
— adventure. Section 4.4 describes some suggested types of adven- 
tures. Adventure sites usually have several common attributes: they 
have a physical layout (a castle, a ruin, a cave complex, a temple, 
etc.), they have some sort of danger (guards, hostile inhabitants, 
traps, etc.), and they have some sort of objective or goal (treasure, 
rescuing captives, wiping out evil creatures, etc.). These features are 
described in the following sections. Activities in adventure sites are 
resolved as actions in a tactical environment (see Section 6.0). 

The range of the complexity of an adventure site varies from a 
simplecave (for an example see the TrollcaveinPartlll), to a ruined 
castle (for an example see the castlein Part 111), to the complexity of 
ruined cities and hollowed out mountains. In general, an adventure 
site (see Part Ш for two complete examples) can be described by pro- 
viding: 


1) Why the place was designed and built originally. 

2) What (if anything) has happened to make the place an adventure 
site. 

3) What the place currently is used for. 

4) Who or what lives there, or visits frequently. 

5) The layout and its immediate surrounding area. 

6) The hazards (traps, guards and inhabitants). 

7) Any treasure or goals. 


Physr'cal Layouts — To run characters in an adventure site the 
Gamemaster must have at least a sketch of the site's physical layout. 
This can be a simple sketch of the rooms, door, walls, corridors, 
towers, etc. and their relationship to one another. The layouts in Part 
Ш provide an example of how toapproachdesigning adventure sites. 


Hazards — In order for an adventure site to provide exciting action, 
there must be hazards. This may take the form of guards, traps, and 
hostile inhabitants like Men, Orcs, Trolls, and other creatures (see 
Section 4.2). The hazards may include natural obstacles like sheer 
walls, chasms, collapsing walls, etc. Their location should be marked 
on the adventure site’s physical layouts. The adventure sites in Part 
III provide examples of some of these hazards. 


Goals and Objectives — Characters have to have some reason to visit 
anadventuresite. This can take the form ofa mission, such as rescu- 
ing a prisoner, scouting out the adventure site, assassinating some- 
one, stealing something, and a variety of things limited only by the 
imagination. Many times it may just be a desire to fight, loot, and 
pillage — the key word being L@OT. 


Treasure — TableST-6 provides a list of someof thetypes of treasure 
that might be found in an adventure site: money, gems, weapons, 
armor, magic items, spells on scrolls, spells in potions, and clues to 
other objectives (maps, books, inscriptions, etc.). Treasure should 
not be restricted to this table; magic items and spells are only limited 
by the imagination. Very powerful items are called artifacts and 
usually have a detailed history, purpose and alignment (i.e., good or 
evil). Magic items are discussed in more detail in Section 4.56. A 
Gamemaster must be careful when he sets up the treasure at an 
adventure site. Too much money or too powerful items can un- 
balance a game, while players can lose interest in a game with too lit- 
tle money or items. 
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4.2 THE NON-PLAYER CHARACTERS (NPC’s) 

A fantasy role playing game not only needs settings (see Section 
4. 1), it also needs characters and creatures to inhabit those settings. 
The player characters provide the adventurers for a game, butit is up 
to the Gamemaster (or his choice of playing aids) to provide the rest 
of his world’s population, the non-player characters and creatures. 
Of course, the Gamemaster does not need to develop the entire 
population of Middle-earth; he need only sketch out the nonplayer 
characters that are required for interaction with the playercharacter. 
For a simple game, the non-player characters usually required 
include: allies and opponents for the player characters, neutral 
characters for the player characters to interact with (e.g., to buy and 
sell to, get information from, pay taxes to, etc.), and any other 
characters and creatures who can add depth and flavor to a fantasy 
role playing game. 

Playing aids such as L.C.E.'s modules usually provide complete 
descriptions of a variety of non-player characters, along with 
guidelines for how to use them. The example adventure in Part III 
gives the non-player characters required by that adventure. These 
characters should provide a good sample of the various types of non- 
player characters and creatures that are useful in fantasyrole playing. 
The Master Character Table (ST-3) provides average bonuses for 
characters, based on profession and level. The rest of Section 4.2 will 
outline some of the most important classes of non-player characters 
and creatures. 

When deciding what non-player characters do in a given situation 
or how they react, a Gamemaster may wish to make an open-ended 
"reaction roll". As a very general guideline, if the reaction rollis high 
the non-player character should react favorably with regard to the 
player characters in the given situation. If the roll is low the reaction 
should be unfavorable, and if it is mid-range the reaction is neutral. 
The intensity of the reaction should be based upon how high or low 
the reaction roll is. 


EXAMPLE: In the sample adventure presented in Part | (рб), three 
Orcs exit their camp at dusk by walking up a flight of stairs to the 
ground floor of a ruined tower. T he first hint they get of danger is 
when their leader is shot through the neck and dropped. The two re- 
maining Orcs look around and see a female human kneeling over a 
chest with her back to them, a Dwarf with a still “smoking” (and thus 
unloaded) crossbow, and an Elf levitating about 14’ over the Dwarf. 

Their options in order of aggressiveness are to: attack the Dwarf, 
attack the kneeling human, draw a short bow, take cover and fight 
defensively, slowl y retreat looking for possible openings teattack, or 
flee. The Gamemaster takes into account the death of their leader 
(Orc leaders usually lead through intimidation), and makes a reac- 
tion roll for each Orc (high being aggressive). The first Orc rolls 06 
and flees for his life (or to “get help”), the second rolls а 91 and 
"bravel y"decides to attack the nearest and of course “weakest” op po- 
nent, the kneeling female human with her back 10 him. 

If he had rolled much above the 91, he would have charged the 
sneak y (but tough) Dwar f who shot his leader. If he had rolled a 
medium roll, he would have drawn a missile wea pon or taken some 
defensive type action. Of course, on a low roll he would have joined 
his buddy and run away, 


4.21 THE GENERAL POPULACE 

The first step in outlining thenon-player characters isto determine 
the races and cultures which inhabit the world at large. For Middle- 
earth, such a general populace is detailed in Tolkien’s works and in 
LC.E.'s campaign and adventure modules. MERP provides very 
general descriptions of these races and cultures in Section 2.21 and 
Appendix I (Section 8.0). 

Nextthe Gamemaster must decide which races and cultures inhabit 
the specific region of Middle-earth in which his game is to take place. 
Theexample adventure in MERP (Part 111) is set in the area between 
Bree and Rivendell. Thus, in terms of MERP, races in the surroun- 
ding area include Hobbits, Dwarves, Elves, Orcs, Trolls, and Men; 
the local cultures of Men include Dúnedain, Woodmen, Rural-men, 
and Dunlendings. 

Defining the general populaceallows the Gamemaster to visualize 
the way of life of the region along with the motivations and obvious 
features and mannerisms of the non-player characters. It also helps 
him to develop a plot for his game (see Section 4.3) and provides an 
aid for developing richer player character backgrounds (see Section 
2.52). 


4.22 HOSTILE POPULATIONS 

The members of races or cultures which are hostile to the player 
characters must be defined in moredetailthan the general populace. 
This must be done becausethe player characters are most likely to en- 
counter them during an adventure. That is, player characters are 
most likely to choose to visit an adventure site (see Section 4.13) in- 
habited by members of a hostile population. 

If the player characters are members of the Free Peoples (good 
guys or neutral) of Middle-earth, the hostile population will in 
general consist of Orcs, Trolls, evil creatures, and evil or neutral 
Men. For beginning games, wesuggest that the player charactersnot 
be evil, since evil groups of characters are much harder for a 
Gamemaster to run. 

4.23 INHABITANTS OF ADVENTURE SITES 

Normally the inhabitants of an adventure site are members of the 
hostile population. However this isnot always true as the inhabitants 
may be friendly or neutral towards the player characters. In such a 
case the site is an adventure site because the player characters want 
someone or something that is at that spot. Such a situation is in- 
teresting, but it may be too complex a situation for an inexperienced 
Gamemaster to handle. We suggest that for beginning fantasy role 
players the inhabitants of adventure sites be hostile. 

Keep in mind that intelligent inhabitants of an adventure site will 

require certain features in an adventure site: a reason for being there, 
afood supply, a water supply, toilet facilities (sometimes), entertain- 
ment (e.g., for Orcsthis could be torturing prisoners or each other), 
and a variety of other things. 
Thinking Races — The most dangerous (and thus exciting for adven- 
tures) foe is an intelligent or somewhat intelligent character, So in 
Middle-earth many of the adventure sites will be occupied by Orcs, 
Trolls, evil Men, evil Elves, etc. There are also many intelligent 
creatures in Middle-earth not generally thought of as characters or 
people (e.g., Dragons, Ents, etc.). 
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Flora and Fauna — Many adventure sites will be inhabited by 
animals (defined as not particularly intelligent creatures) and plants. 
Animals may be non-hostile, non-hostile unless bothered, non- 
hostile unless attacked, hostile, agressively hostile, etc. They may 
also be under the control of intelligent inhabitants of the adventure 
site. Table ST-2 summarizes the capabilities of many of the animals 
of Middle-earth. Plants are sometimes dangerous, but more often 
they are sources of food, healing, or poison. They are sometimes the 
goal that adventurers are after (e.g., they are looking for certain 
herbs to heal one of their characters). 


Monsters and Other Creatures — In addition to characters and 
animals, Middle-earthadventuresites may havea variety of monsters 
and intelligent creatures. Tolkien’s writings are full of creatures such 
as Dragons, Giant Spiders, Balrogs, Wargs, Kraken, Ents and many 
other enchanted or unusual creatures. These types of creatures are 
described in Section 4.24 and Appendix 2 (Section 9.0). 


4.24 DESCRIPTIONS OF MIDDLE-EARTH CREATURES 

The special monsters and animals of Tolkien's world are very im- 
portant to any campaign. The creatures vary from minor nuisances 
like Dumbledors to major irritants such as Balrogs. Some of these 
monsters are intelligent and/or social animals and need special care 
when being encountered. Some of these special monsters have been 
given detailed racial descriptions in Section 2.21 and Appendix 1 
(Section 8.0); only the combat characteristics are covered in Table 
ST-2. A large number of the monsters in Tolkien's world are very 
powerful. Monsters such as Balrogs and Dragons should not be faced 
by low level characters or inexperienced players. 

This is a list of special Middle-earth creatures that may be used by 
Gamemasters within the MERP rules. Other creatures may be ine 
vented or used, but the Gamemaster must decide their trarts and 
capabilities. Appendix 2 (Section 9.8) provides detailed descriptions 
of each of these creatures. 


Balrogs Mearas 
Crebain Mewlips 
Dragon Mümakil 
Dumbeldors Nazgül 
Great Eagles Olog-hai 
Ents Orcs 
Faistitycelyn Great Spiders 
Fell Beasts Trolls 

Flies of Mordor Vampires 
Giants Wargs 
Hummerhorns Werewolves 
Huorns Wights 
Krakens 


4.25 ASSOCIATES OF THE PLAYER CHARACTERS 

Often a Gamemaster and players will want to have non-player 
characters that associate or adventure with the group of player 
characters. This is often necessary when there are not enough player 
characters to make a group large enough to handle a particular 
adventure. In addition, it is often helpful to have allies or a powerful 
friend to help balance overly powerful foes. In Tolkien's novel, The 
Hobbit, Gandalf fulfilled this role for the group of Dwarves and 
Bilbo during their adventures. The “plot” (see Section 4.3) of the 
Gamemaster’s world will heavily influence how such non-player 
characters are introduced and used. 


Hiring Non-player Characters — Player characters may wish to hire 
non-player characters to adventure with them. A Gamemaster must 
decide what kind and how many characters are available at a given 
time and civilized area (see Section 8.1 foranexample). The number 
ofavailable characters should belimited in the smallercivilized areas. 
In Middle-earth Warriors and Scouts should be the most available, 
with Bards and Rangers being less common, Animists beingrare, and 
Mages being even rarer. 

To hire a non-player character, the Gamemaster should require a 
roll on theInfiuenceand Interaction Column of theStatic Maneuver 
Table (MT-2). For agiven civilized area the Gamemaster should rate 
the difficulty of hiring non-player characters who are looking to go 
adventuring. The following ratings for difficulty are based upon the 
offer made by the character attempting to hire. They might be ap- 
plicable for the sample adventure in Section 8.0 (it should varybased 
upon how many players there are). A “share” is the totalmoney value 
of non-magic treasure (gp, sp, bp, cp, tp, and gems; see Section 4.8) 
obtained during the adventure divided by the number of non-hired 
members. 


Difficulty Offer Made 
Routine — 1 gp (or more) per day plus a full share. 
Easy — 5-9 sp per day plus half of a share. 
Light — 5-9 sp per day plus a quarter of a share. 
Medium — | gp (or more) per day. 
Hard — 5-9 sp per day. 
Very Hard — 1-4 sp per day. 
Extremely Hard— A half of a share. 
Sheer Folly — A quarter of a share. 
Absurd — “Come adventure with us” 


After being hired, the Gamemaster still controls the hired 
character, but the hirer should decide his actions in non-crucial or 
non-dangerous situations. Unless the hirer makes a successful in- 
fluence or interaction roll, the Gamemaster should make "reaction" 
roll for the hired character in dangerous or distasteful situations to 
determine his actions. A relativelylow roll would indicate an unwill- 
ingness to enter or deal with the situation, while a relatively high roll 
would indicate willingness. 


Allies — Certain non-player characters may be allies of the player 
characters and aid them if they happen to beon the samemission or in 
the same area. A good example of this is the meeting between Frodo 
and Sam with Faramir and the Rangers of Ithilien in the forests of 
North Ithilien. Frodo and Faramir were "allies", and Faramir gave 
Frodo advice, aid, and a place to rest. The Gamemaster may wish to 
structure his game so that the player characters have allies to turn to 
for healing, information and help. 


Guardians — While hired characters and allies are more passive ex- 
amples of the type of help a Gamemaster may give to player 
characters, “guardians” are more active forms of aid. Guardians are 
non-player characters who either show up when needed or when sum- 
moned by the player characters. For example, Tom Bombadil wasa 
guardian for Frodo and his friends for a littlewhileafter they left the 
Old Forest. When they were about to be destroyed by Wights, Frodo 
summoned Tom Bombadil by reciting a verse. We suggest that guar- 
dians be limited by distance, the number of times that they may be 
called, or the severity of the danger faced by the player characters. 
Guardians can vary in their power and effectiveness. 
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4.3 THE PLOT 

The plot for a fantasy role playing game consists of the general 
politics of the world, the activities and objectives of the non-player 
characters, the goals and incentives for the player characters, and the 
interattions between all of these elements. A plot can be as simple asa 
ruined tower inhabited with bandits and their treasure (the player 
characters want the loot) On the other hand, a plot can be as 
complex as the plot in The Lord of the Rings. We suggest a simple 
plot for beginners. Part HI provides such a plot with a castle holding 
the possibility for treasure and adventure, 
4.31 GENERAL POLITICS 

Sketchingoutthe general politics foragame helps the Gamemaster 
make decisions concerning the actions of non-player characters. It 
alsohelps hum make the player characters’ backgrounds come to life. 
It provides a framework for the general course of events in the 
regions that the player characterstravel through. For example, a war 
or armed raid may be taking place in an area where the player 
characters are adventuring. 
The World Politics — Thepoliticsof Middle-earthduringtheSecond 
andThird Ages are fairly simple: Sauron and his forcesaretrying to 
take over the known world through direct conflict (war) or through 
subversion and corruption of the Free Peoples. The Free Peoples are 
tryrng (in a disunified fashion) to resist Sauron’s expansion and 
hopefully to defeat him. In between we have neutral forces being 
influenced by the two extremes. Through all this many separate 
kingdoms and cultures have their own internal politics and 
objectives. The specific political situation (How powerful is Sauron? 
What is he doing? What are the Free Peoples doing? etc.) should be 
based upon the time in which the game is being run. Gamemasters 
may gather needed material along these lines from Tolkiens's works 
and I.C.E.'s Campaign and Adventure Guidebook to Middle-earth. 

The Fourth Age (і.е., after the destruction of The Ring and 
Sauron) allows for a greater flexibility in determining the politics of 
Middle-earth. The Gamemaster may develop any sort of political 
situation that he wishes, restricted only by the history of the earlier 
ages. During this period, we suggest themain political organizations 
beempires, kingdoms, guilds, religious groups, andthelike. Much of 
the conflict in Middle-earth can result because of conflicts between 
such groups. Truly evil (as opposed to self-interested) organizations 
could be included in the form of the remnants of Sauron's forces, 
pirates, bandits, etc. 


Regional Politics — The politics of the specific region being adven- 
tured in should be more detailed than the world politics. Questions 
that should be answered include: Are Sauron's forces active in the 
area? Is Sauron corrupting the local rulers? Are the local rulers 
already evil? Are the local rulers in conflict? Where are the head- 
quarters of the opposing sides? How do both sides treat characters 
not involved in the conflict? In short, any activities of the locals that 
might affect the player characters should be outlined. 


4.32 NPC OBJECTIVES AND PLANS 

The objectives and plans of any significant non-player characters 
should be noted. The objective of a farmer would be to bring in his 
crops; shopkeepers and traders want to sell high and buy low; local 
officials want to collect taxes and keep things peaceful, etc. More 
unusual characters may have personal objectives that conflict or 
coincide with the player characters. Such objectives should be 
carefully thought out. 


4.33 PC GOALS AND INCENTIVES 

The player characters should set their own goals (sometimes with 
helpfrom their Gamemaster through background details). However, 
to maintain an exciting game, the Gamemaster should supply incen- 
tives. A good adventure should have the danger and rewards balanc- 
ed. Obtaining treasure, experience points, crucial information, and 
the like should involve risk, difficulty, and good play. This is 
something that requires experience and a good Gamemaster, so it 
may take several adventures to master. 


4.4 TYPICAL ADVENTURES 

This section outlines some typical adventures thatthe Gamemaster 
might use in his game. These suggestions are general and need to be 
adapted to a specific region and circumstance. 
4.41 SCENARIOS 

These scenarios are adventures that can be keyed to a specific 
region or adventure site. The Gamemaster may wish to make in- 
formation concerning several of these available to the player char- 
acters and hope that they pick one. Alternatively, he may wish to 
require that a scenario be choosen because it is the only one that the 
Gamemaster has available. 


Missions — Missions are often adventures in which a non-player 
character sends the player character to an adventure site or region to 
accomplish a certain goal. Thenon-player character may or may not 
accompany the group, and he may or may not give them all of the in- 
formaty‘on that he has onthe mission, Often the non-playercharacter 
has ulterior motives and is willing to pay for the services of the player 
characters. 

Sometimes the player characters have missions of their own 
choosing. Examples of this might be: rescuing a captured group 
member, rescuing a friend or relative, searching for herbs to heal an 
injured group member, or searching for a specific magic item. 
Basically any goal of the player characters can be used to initiate a 
mission. 


Scouting — Scouting missions do not necessarily take place in 
adventure sites; they may consist of general investigation of the 
countryside. In a scouting mission the main goal is information, 
either for a non-player character or for the player characters them- 
selves. Such information could later lead to a specific mission. 
Scouting missions often lead to combat in the form of encounters 
with hostile guards or patrols. 

Raiding — Raidingisan adventuredesigned to attack, fight andloot. 
It doesn't have to be keyed to a specific adventure site. Player 
characters are out for any appropriate fight with a suitable reward 
(treasure and experience points). 


Looting Attack — A looting attack is basically the same as raiding, 
except that the player characters are attacking a specific adventure 
site. 

Tournaments — Tournaments are staged competitions in fighting, 
archery, riding, and other combat skills. These are usually held in 
civilized areas during fairs and holidays. Cash prizes are usually of- 
fered, and on rare occasions magic items are awarded. Usually the 
combatants arenot tryingto injure or kill oneanother, but accidents 
do happen. During tournaments, unless a participant is trying to kill 
someone, all criticals inflicted are reduced to *A's" regardless of the 
result from the attack table. 


Duels — Duels are also very interesting. Player characters or non- 
player characters often feel that they have a basic disagreement that 
can not be settled by talking. If neither party feels inclined to run 
away and leave town, a duel might result. This can range from aduel 
in which the winner isthe first to draw blood using only “A” criticals 
(see above), to a duel to the death. 
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4.42 GENERAL ENCOUNTERS 

In addition to scenarios, adventures may often occur when the 
player characters encounter something throughchance. Encounters 
can occur in civilized areas or the countryside, and sometimes but not 
always lead to combat. Encounters include ambushes, fights, 
meetings, sightings, barroom brawls, etc. Encounters can occur 
anywhere: in the countryside or in civilized areas. Sections 5.15 and 
5.24 give a suggested technique for determining when and what kind 
of encounters occur. 


4.5 MAGIC AND SPELLS 


Middle-earth had unique ties to the Undying Lands which created 
a potential for the appearance and use of significant power (magic). 
Such power manifested itself on a massive scale in the First Age, and 
toa lesser, but significant degrec in the Second Age. By the time of 
the late Third Age it was quite subtle — except in the cases of 
Dragons, the Balrog, Saruman, and (of course) Sauron, This low- 
keyapproachto the utilization of great power was afactorrelatingto 
the nature of those possessing the gift. The Valar lard down their 
direct guardianship of Middle-earth in stages, at the end of the First 
Age and with the downfall of Númenor. They still kept watch and 
intervened in the Third Age by sending the Istari (Wizards), beings 
who themselves had great power. The Istari, like their masters, did 
notuse force unless it was absolutely necessary to combat Darkness, 
and then only to the degree needed. As aresult of this approach, they 
appeared far weaker than they really were. 

The other masters of magic in Middle-earth employed their 
abilities in relative secret. Men and Hobbits were not great friends of 
spells and often were unaware of their usage outside of fairy tales and 
legends. Thiscreated an atmosphere where magical occurrences were 
rarely seen and often became merged or confused with natural 
events. 

One of the primary reasons for this subtle and secret use of magic 
and spells is the presence of Sauron in Mordor. Sauron is not one to 
restrarn himself when he deems it necessary to act with great author- 
ity. He does act cautiously and quietly, especially when nursing him- 
self after a great defeat, but he is capable of unbridled explosions. 
Those who live under his eye are particularly careful not to cause at- 
tention to be brought upon themselves, and this feeling may con- 
tributeto therestraint foundin those who possess theability to wield 
spells. Some are weary or concerned about upsetting the balance of 
things, to be sure, but others are doubtlessly afraid. Still others died 
at the hands of Sauron or others of power, for the bold and those 
with power often dare to combat those most dangerous. 

When constructing the setting for a fantasy role playing game 
based upon Middle-earth, a Gamemaster must take great care to 
show restraint regarding the use of magic. Magic-usersare relatively 
rare, although most folk had some "magic" in them, and open 
displays of power are still rarer. Elvescertainly employ magic in daily 
life, and Dwarves use spells for a variety of reasons, even for produc- 
ing wondrous toys; nonetheless, such enchanting skills are not 
necessarily the norm. Among Hobbits magic is considered the stuff 
of legends. Many Men most often feel the same way; indeed some 
have never heard of its use. The racial descriptions in Section 2.21 
give more details for the individual races. 

This section deals with magic and the use of spells in the Middle- 
earth Role Playing system. Spell usage falls into two separate realms, 
Essence and Channeling, each of which concerns a different source 
of power required to cast the spell. This spell system is limitedto 151 
through 10th level spells andt wo realms of magic, in order to provide 
a more usable framework for low level adventures. For higher level 
spells and a more detailed framework, 1.C.E’s Spell Law provides an 
expanded spell system with three realms of magic, over 2500 spells, 
and over 150 spell lists. 


4.51 ESSENCE 

The Essence realm utilizes the power that exists in everyone and 
everything of andin Arda, andinparticular Middle-earth. Essencein 
Middle-earth has its source in The Song (The Ainulindalé) which 
created Arda and the order of things. A character who casts spells of 
the Essence taps this power, molds it, and diverts it into his spelis. 
Most of thetruly powerful Essence spells deal with forces elemental 
in nature: fire, earth, water, wind, light, cold, etc. The more inert 
material that is on the person of someone casting Essence speils, the 
more difficult it becomes to manipulate the Essence. Thus, when 
casting or using an Essence spell NO armor, greavesor helmetmay be 
worn. 
4.52 CHANNELING 

The Valar are the offspring of Eru (God) who came to Arda to 
fulfill The Song. The Channeling realm utilizes the power of the 
Valar as channeled through characters casting spells. Sincethe Valar 
are not part of The Song (they helped to develop part of The Song, 
and Morgoth corrupted part of it), Channeling is independent of the 
Essence. A character casting Channeling spells draws directly from 
the power of one or more of the Valar, even though this does not 
"usually" require the conscious cooperation of the Valar involved. 
Thus spells of this realm do not necessarily reflect the nature of the 
Valar as long as the spells are relatively subtie and low level (e.g., 
healing, detection, etc.). More powerful and higher level spells not 
included in MERP might require active consent of the Valar (the 
Valar include Morgoth, so evil spells may becast if the power comes 
from him). Metal interferes with drawing power from the Valar, so 
no metal armor, metal helmets, or metal greaves may be worn when 
casting a Channeling spell. 
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4.53 SPELL LISTS 

A spell list is an ordering of speils based upon the correlation of 
spell level, intricacy of the spell, and potency of the spell. All spells in 
a list have some common characteristics and attributes, although 
each may have vastly different effects and applications. A character 
does not gain the ability to cast individual spells; instead he "learns" 
(see Section 4.54) an entire spell list of related spells and is limited 
only by his level and the level of the spells. 

The spell lists are in Section 7.1. Each spell list falls into one of six 
groups: Essence Open Lists, Mage Lists, Bard Lists, Channeling 
Open Lists, Animist Lists, and Ranger Lists. These classifications 
determine which spell lists are learnable by which professions (see 
Section 2.4). Each spell on a spell list is preceded by a number called 
its level. Each spell has an area of effect, a duration (how long dothe 
spell effects last), a range (how far the spell can be cast), and what 
class it falls into. Each of these factors is described in Section 7.1. 
4.54 LEARNING SPELL LISTS 

A character may "learn" spell lists during his adolescence skill 
development (see Section 3.3), during his apprenticeship skill 
development (see Section 3.6), and when he advances a level (see Sec- 
tion 2.63). Depending upon his profession (see Secton 2.4) and race 
(see Section 2.21), a character may "learn" only certain spell lists. 

Normally, once a character learns a spell list he may cast any spell 
on thatlist that is his levelor lower. Certain professions may only cast 
spells up to a certain level (see Section 2.4). 


4.55 CASTING SPELLS 

A character may cast a spell from a list that he knows if the spell 
level is less than or equal to his own level AND he has enough power 
points, Certain professions are limited as to the highest level spell that 
they may cast (see Section 2.4). Whenever a spell is cast an attack roll 
must be madeand resolved on the appropriate attack table (see Sec- 
tion 6.6). Even when casting a non-attack spell a roll must be made 
and resolved on the Base Attack Table (AT-9) to detennine if the 
spell fails. 


Power Points — Each character has a certain number of power 
points available to use for casting spells. In order to cast a spell, a 
number of power points equal to the spell's level must be used. 

Each character has a number of power points based upon his level 
and one of his stats (Intelligence for Essence spells and Intuition for 
Channeling spells). The number of power points that a character has 
is obtained by checking Table BT-1 for the appropriate stat and 
multiplying the given power points by the character's level. Once 
these points are used casting spells, they may be regained by resting 
for 8 hours. 


Time Required 10 Cast Spells — It takes one round of action tocasta 
spell (see Section 6.3). However, up to 4 rounds can be spent prepar- 
ing a spell. The more rounds spent preparing a spell, the more effec- 
tive the spell. The attack roll for the spell is modified according to the 
number of rounds spent preparing the spell. Instantaneous spells 
(marked with an “*”) are unaffected by these preparation modifica- 
tions, and thus do not incur a penalty if cast without preparation. 


+20  — if caster spends 4 rounds preparing the spell. 

+10 — if caster spends 3 rounds preparing the spell. 
+0  — if caster spends 2 rounds preparing the spell. 
-15  — if caster spends 1 round preparing the spell. 
-30 — if caster spends 0 rounds preparing the spell. 


4.56 MAGIC ITEMS 


Certain items are magical in nature; they either have magical pro- 
perties or have the capacity to cast spells. 


BONUS SPELL ITEMS — There are two types of magic items, 
called bonus spell items, which enable a character to cast more spells 
than he would be able to normally: spell adders and spell multipliers. 
Spell bonus items are usually in the form of a staff (5' long), a rod 
(2.5' long), or some other hand-held object of a similar size. Only one 
bonus spellitem is usable by a given character between 8 hour periods 
of rest. Bonus spell items should be held or worn. 

A +1 spell adder allows a character to cast one extra spell between 
8 hour periods of rest in addition to those which he can normally cast 
by using his power points; a + 2 spell adder allows 2 additional spells; 
a + 3 spell adder allows 3 additional spells; etc. 

A x2 spell multiplier doubles the number of power pomts available 
to a character between 8 hour periods or rest; a x3 spell multiplier 
triples his power points; etc. 

MAGIC ITEMS WITH BONUSES — Magic items with bonuses 
(e.g., a + 10 mace, a + 5lock pick, aset of + 15 chain, etc.) add their 
bonus to the total skill bonus of any skill that normally utilizes an 
item of that type. For example, the use of a + 10 mace would increase 
a character's Offensive Bonus by 10, a +5 lock pick would increase 
his Pick Lock skill bonus by 5, and aset of + 15 chain would increase 
his Defensive Bonus by 15. The use of such items does not usually re- 
quire a Using Items static maneuver roll (see Section 2.32). Their 
bonuses apply to any appropriate rolls by any character using them. 


EXAMPLE; A few sample magic items and their costs follow: 


Staff of Firebolts — 500 gp + 5 ср 
100 gp — since it is a "Staff" charge item 
5cp — normal Quarterstaff price 
400gp — since Firebolt is a 6th level spell 
Rod of Waterbolts — 180 gp + 3cp 
30 вр — since it isa "Rod" charge item 
3cp — an estimate of a rod price 
150 gp — since Waterbolt is a 4th level speli 
Wand of Shock Bolts — 40 gp + 1 cp 
10gp — since it is a “Wand” charge item 
1ср — an estimate of a wand price 
30 gp — since Shock Bolt is a 2nd level spell 
Wand of Calm II — 70 gp + 1 cp 
Calm II is a 2nd leve! spell just like Shock Bolt, but it is а 
Channeling spell so the price doubles. 
Dagger with Daily II(twice per day) Levitate Spell — 245 gp + 35р 
20gp — since it is a "Daily" item 
3sp — since it is a dagger 
225 gp — 150gp since Levitate is a 4th level spell, 75 gp since it is 
twice per day instead of once. 
Ring with Daily II Levitate Spell — 490 gp « ring price. Price of 
Dagger above is doubled since a ring is smailer. 
Potion of Haste I — 100 gp 
10 gp — fora vial of Potion 
90 gp — since Haste І isa 6th level spell 
+ 15 magic Handaxe — 12505р = 125 gp 


5sp — cost of a normal +0 handaxe 
x250 — multiptying factor due to + 15 bonus 
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MAGIC ITEMS CONTAINING SPELLS — Certain magic items 
contain spells which a character may cast. Such spells do not require 
power points, and the caster doesn't have to have learned the list 
which they come from. Spells from this type of item fall into one of 
several categories: 


RunePaper: A scroll with aspellinscribed on it, thespellmay only be 
cast oncefromtherune paper before it disappears. A pieceof rune 
paper may be reused by placing another rune on it by using a spell 
from the Spell Way list (see Section 7.12). 


Potion: A vial of special liquid with a spell “in” it. Thespell takes im- 
mediate effect when swallowed (no roll necessary to use); it only has 
effect once. A potion may use the spell to directly effect the character 
drinking it OR it may allow him to cast the spell. 

Daily Spell Item: A magic item containing a spell that may be cast a 
certain number of times each day. 

Charge Spell Item: A magicitem containing a spell thatmay only be 
cast a limited number of times (called its number of charges). Then 
the item is exhausted (lost its charges) and the spell may no longer be 
cast. The size of the item determines the maximum number of 
charges and the maximum level of the spell: 


Minimum Maximum Maximum 

Length # Charges Spell Level 
Wand — г 10 2nd 
Rod- 25 30 5th 
Staff — E 100 10th 


Normally in order for a character tousean item or rune, he must 
successfully make a static maneuver roll on the Reading Runes and 
Using Items column of Table MT-2. Special items obtained from a 
background option (see Section 2.51) do not requiresucha roll from 
the character that they are keyed to. A Gamemaster may wish to in- 
clude other special items that do not require a Reading Runesrollor a 
UsinglItemsroll, or which cast a spell with no preparation modifica- 
tions (instantaneous). 


BUYING AND SELLING MAGIC ITEMS — To buy a magic item 
first check the Equipment and Price Table ST-4to determine the base 
price of the item. The base prices for items containing spells (not in- 
cluding the cost of the spell itself) are included in Table ST-7. 

If a magic itemhasa bonus (see above) oris especially lightweight, 
its base price is multiplied by a factor given in Table ST-7. If amagic 
item contains a spell there is an additional cost added to the base 
price. Table ST-7 gives these multipliers and additional costs. 

These prices are for buying magic items. Normally, only 5090 of 
these prices may be obtained when selling a magic item. A static 
maneuver roll is necessary to get more than this (see Section 4.84). 
Magic items are usually only bought and sold in large cities or in 
special civilized areas. 


ST-7 = MAGIC НЕМ PRICING TABLE 


BASE PRICES: 


А piece of Rune Paper (holds one spell) — 1 gp. 

` A vial of Potion (holds one spell) — 10 gp 
A Daily Item — 20 gp + the normal cost of the item 
A Charge Item: 


Wand — 10 gp + the normal cost of the item 
Rod — 30gp + the normal cost of the item 
Staff — 100 gp + the normal cost of the item 


+l spelLadder — 50 gp 
+2 spell adder — 100 gp 
+3 spell adder — 200 gp 
+4 spell adder — 400 gp 
x2 spell multiplier — 200 gp 
x3 spell multiplier — 400 gp 


А bonus item = the normal cost of the item 


pus 


TYPE ӨК 
ITEM 

OR BONUS 1 2 3 4 
Rune Paper 3 10 20 30 
Potion 5 15 30 45 
Daily нет ** 15 50. 100 150 
Wand 10 30 a - 
Rod 40 80 120 150 
Staff 100 150 200 250 


* = Channeling spells cost double these prices. 


ADDITIONAL COST (in gold pieces) DUE TO IMPLANTED SPELLS: 


LEVEL OF THE SPELL IN THE ITEM* 


— recharging a wand, rod or staff after it has been exhausted costs half of the cost of the implanted spell. 


** — Once per day; add half of cost for each additional time per day. The cost is doubled if the item is smaller than a dagger. 


MULTIPLICATIVE FACTOR DUE TO ITEM BONUS: 
10х — *$ bonus 
50x — +10 bonus 
2504 — +15 bonus 
1000x — +20 bonus 
5000x — +25 bonus 


MULTIPLICATIVE FACTOR DUE TO ITEM WEIGHT: 
ix — 100% of weight given: 
10x — 80% —99% of weight given. 
SOx — 60% ~79% of weight given, 
100x — 40% —$9% of weight given. 


COST = (Base Cost + Additional Cost) x Multiplicative i 
Factors 


5 6 7 8 9 
40 6 80 100 125 
60 90 120 150 200 
200 300 400 500 600 
200 = a = = 
300 400 500 600 700 
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Religion 


4.6 RELIGION 

Middle-earth is a vast continent which is the home of numerous 
races and cultures. Most have their own god or gods and have their 
own set of associated rules and rituals. Many of these religions in- 
volve cruel deities and the worship of Darkness. Other pantheons 
reflect some local perception of and belief in some cr all of the 
Valar. This is particularly true in northwestern Middle-earth, where 
the Elves and enlightened Men know of the true nature of those on 
high. 
Eru and the Valar 

Eru is Arda's One God, and the Valar are his servants. It is the 
Valar who live in Aman. Eru originally assigned them the guardian- 
ship of the world and — although they removed themselves from 
direct interaction with Middle-earth following the Downfall of 
Númenor in S.A. 3319 — they still attempt to maintain the balance 
of things. Through their agents (the Wizards or Istari) they aid the 
Free Peoples in the struggle against Sauron. The Valar feel justified 
intervening, since they are doing no morethan righting a wrong and 
combatting power with power. Both the Wizards and Sauron are 
lesser Valar, those beingscalled Maier. 


The Valar include a number of beings who normally exist as 
spirits and only take physical form when dealing with lesser 
creatures or visiting Middle-earth. Some — like Morgoth, Sauron, 
and the Balrogs — have become enslaved in their adopted bodies as 
a result of expending too much of their inner power. Although they 
could originally alter their appearance at will, their Evil has bound 
them to their hideous forms. 

The fifteen greater Valar are often called the Powers of Arda or 
Ainur. lt is they who are most revered by the inhabitants of Middle- 
earth. Within their group the eight Aratar (“Exalted”) are preemi- 
nent: 

Manwé — King of the Valar. W'ud Lord. Master of the Airand Weather. 

Varda — Queen ofthe Valar. Lady of the Stars. Spirit of Light. Also called Elbereth or 
Elemdri. 

Ulmo — Ocean Lord. Master of the Waters. 

Аме — The Smith. Master of the Earth. Lord of Crafts. Maker of Mountains. Maker 
of Dwarves. Also called Mahal. 

Yavanna — Nourishet. Mistress of the Earth. Giver of Fruits. Keepe of Plaats. Also 
called Kementdri, 


Nimo — Master of Spirits. Keeper of the Dead. Doomsmaster. Lord of the Halls of 
Awaiting, Also called Mandos. 


Nienna — Mistress of Grief, Pity, and Suffering, The Weeper. The Conscience. 


Ототе — The Huntsman. Tamer of Beasts. Forest Lord. Master of the Wilds. Horn- 
blower. Also called Araw, Aldaron, or Tauren. 


Morgoth — The “Black Enemy” wasonce the mightiest ofthe Aratar, aad indeedall the 
Valar, but he fell from grace and has been cast into the Void. Named Melkor (“He who 
arises in Might"), he became jealous of his lord Еги and coveted power. He was King of 
Darkness and the origin of Evil — Evil incarnate. 

The other six greater Valar a e: Vana, Mistress of Flowers and Song; Lessa, Dancer 
and Mistressof Youth and Celebration; irmo, Dream Master, Lord of Visions, Lórien; 
Este, Healer; and Vairé, Weaver of Fate, wife of Mandos. 


Remember that the Valar are worshipped by many peoples unde: 
different names and with unique beliefs. Some folk revere specific 
Valar above all others simply because the Vala has power over 
locally significant natural influences. For instance, Ufmo might 
have more significance to a coastal race, and he might be called by a 
totally foreign name. 


Religious Worship 

Religious practices vary with locale, but those found in north- 
western Middle-earth are generally informal. Personal meditation 
and infrequent communal celebrations dominate the ritual life of 
the region. Elsewhere in Middle-earth strict or formal religious 
norms are more widespread. 


47 INJURY, DEATH, AND HEALING 


Duringthe course of a game characters will likely receive damage 
in the form of injuryor death (sorry, but that's life in Middle-earth). 
There are two major factors in damage to a character: injuries to the 
body of the character and death (the departure of the soul from the 
body). Injuries to the body can lead to “death”. Each of these two 
types of damage requires separate types of healing. 

If all injuries to a body have been completely cured but the soul 
has departed (death has occurred), then the character will be in a 
coma until his soul is returned. While in the coma a roll on Table 
ІНТ -1 is required once a day as described below. In this case the col- 
umn headings referring to rounds are used to refer to the number of 
days after death. 

If a body is injured enough to cause death (see Section 4.72) and 
the soul has departed (or is Lifekept, see Section 4.74), it will begin 
to decay normally (a Preservation spell will halt this, see Section 
4.74). As soon as all injuries leading to death have been cured, the 
decay will slow (see paragraph above). As a body decays the main ef- 
fect is the deterioration of stats due to a lack of oxygen flow to the 
brain. Each round after death has occurred, a roll must be made on 
Table IHT-1 for each of the character's stats 10 see if that stat is 
reduced. Once any stat reaches zero or below, the character's soul 
will not return to his body through normal means (spells or herbs). 


4.71 INJURIES 

Injuries can occur as a result of attacks, fumbles, failure, and 
spells. Injury takes the form of hits, hits per round, stunned rounds, 
subtractions from activity, and specific injuries to various parts of 
the body. These injuries are detailed in Section 6.65. 


IHT-) — STAT DETERIORATION TABLE 
ROUND AFTER DEATH 


ROLL 1..6 Tth-18th Alter 18th 
i-10 0 0 0 
11—25 0 0 1 
26—50 0 1 2 
51-75 1 2 3 
16—90 П 2 4 
91—00 1 х 5 


[Г чо Number result 1s the amount rhe star is reduced 


IHT-2 — RECOVERY TABL 
SEVERITY 
TYPE OF INJURY LIGHT — MEDIUM SEVERE 
Burn/Tissue 3 days 10 days 25 days 
Bone/Muscle/Tendon 5 days 15 days 35 days 
Head/Internal @rgans 2weeks 2 months varis | 


IHT-3 — LIFEGIVING EFFECT 


AND PRICE TABLE 
LEVEL OF ¥ CHANCE OF DAYS REQUIRED SUGGESTED) 
CASTER FAILURE FOR RECOVERY PRICE 
12th 10%0 xDays Dead — 100 x Days Dead 150 gp 
15th So х Days Deal — 50x Days Dead 280 gp 
Mth 2%ax Days Dead 20 x Days Dead 350 ep 
20th 1% x Bays Dead 5 х Days Dead 500gp 


25h 1% x Days Dead none 800 gp 


Injury, Death, and Healing 
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472 DEATH 
Death (departure of the soul) occurs in one of four ways: 


I) Immediate Death — An injury occurs which causes the character 
to die immediately. 


2) Excessive Hits — If a character receives more hits than the sum of 
his Body Development hit total (see Section 2.32) and his Constitu- 
tion stat, the soul will depart after 6 rounds. If someone heals 
enough of these hits (before the 6 rounds are up) to drop the total 
under the sum mentioned above, then death will not occur due to ex- 
cessive hits. 

3) Death After a Number of Rounds — If an injury occurs which 
determines that the character will die after a number of rounds due 
to the injury, then the soul will depart after that many rounds have 
passed. If the injury leading to death is healed before the rounds 
have passed, the character will not die due to this injury. 


4) Special — Certain special spells or occurrences may lead directly 
to death. 
4.73 NATURAL HEALING AND FIRST AID 

In a fantasy role playing game healing is very important. It deter- 
mines how often characters die and how much time and money are 
required for recovery from injury. Injuries heal naturally and may 
be temporarily patched as follows: 


Hits — One every hour if resting, one every 3 hours if not resting. 


Hits per round — A bandage and compress will stop 1,2 or 3 hits per 
round (or reduce a hits per round “wound” by 3), so long as the 
character does not do more than walk during the next 8 hours (the 
hits per round start again if he does more than walk). A tourniquet 
will stop 4 to 10 hits per round from a limb wound, but until the 
wound is healed the tourniquet must be loosened once every 24 
rounds and 3 hits per round must be taken for 5 rounds (or the limb 
will be lost). 

Subtractions to Activity — These are eliminated and activity is 
restored to normal when the Injury causing them is healed. 

An estimate of the average natural recover time for specific in- 
juries can be obtained from Table IHT-2. These times are based 
upon a period of rest and recuperation, and proper treatment (e.g., 
setting of broken bones, bandaging of wounds, proper nutrition, 
etc.). The Gamemaster should base the severity upon the description 
of the damage. 


4.74 HEALING WITH SPELLS 

Animists have certain spell lists that allow them to heal injuries, 
preserve the body, and prevent the soul from leaving the body. The 
spells that heal injuries are specifically defined in the spell list 
descriptions (Section 7.1). 

The Preservation spell on the Direct Channel list (see Section 
7.15) halts decay of the body so that the deterioration of stats 
described above in Section 4.7 will not occur, or will stop if it has 
started. The Lifekeeping spell on the same list will prevent the soul 
from leaving a body that would otherwise die without the injuries 
being healed as described above in Section 4.7. Once a soul has left a 
body, Lifekeeping will NOT bring it back; Lifegiving would be re- 
quired. Lifegiving is at least a 12th level spell, and will vary depen- 
ding upon the level of the character casting it as given in Table 
IHT-3. This assumes that an Animist of that level is available. Each 
Lifegiving spell (based upon level) may only be attempted once fora 
"dead" character, but the next time that character "dies" each spell 
may be used again, 


If characters wish to pay for healing spells, the Gamemaster 
should determine if the required level of Animist is available (this is 
part of the development of a civilized area, see Section 5.14). The 
suggested price is at least the level of the spell tunes the level of the 
spellcaster (in gp). This price is often treated as a "donation". Cer- 
tain Animists may heal all comers, their own people for free, or 
those who "donate" all that they can (see Section 5.14). 


4.75 HEALING WITH HERBS 

Healing herbs are another alternative form of healing. Table ST-5 
gives a list of sample herbs, their prices in town, their natural forms, 
how to prepare them, and where they are found in the wild. Section 
5.32 gives suggestions for how to handle searching for herbs in the 
wild. The Lifegiving herbs are treated as 20th level Lifegiving spells 
(see Section 4.74 and Table IHT-3) for the purposes of failure, 
recovery, and limitations on casting. 


4.8 POISONS, DISEASES, WEATHER, BUYING, 
SELLING AND MONEY 

There are many different elements of fantasy role playing that 
add detail, flavor, and realism. Many of theseelements have already 
been discussed in Section 4, but all of the elements of a real world 
can not be covered. A few of the more important remaining topics 
will be discussed in this section. 
POISONS — Poisons are an interesting play aid because they add 
danger and excitement to even the most simplistic attack or trap. 
Table ST-5 gives a selection of useful poisons along with prices, ef- 
fect, source and form. 
DISEASES — Diseases are also interesting and add realism to a 
game. Diseases can range from a common cold to a plague created 
by the Dark Lord to decimate the populations of certain regions. 
Table ST-5 gives a summary of the source and effect of certain 
diseases. 


BUYING — Many areas of Middle-earth will operate on a barter 
system; that is, trading and exchanging goods of approximately 
equal value. Cash values can be a comparative standard for those us- 
ing barter. Table ST-4 can be used for approximating the relative 
barter values of various goods. However, it is often easier to handle 
buying and selling on a cash basis. 


SELLING — The prices given in Table ST-4 are those given if 
characters are buying goods. Prices for magic items can be deter- 
mined as described in Section 4.56. If characters try tosellgoods ina 
civilized area they can automatically get 50% of the поппаі price; 
that is, if a buyer can be found (e.g., a buyer fora staff that casts 
fireballs might be hard to find at a country inn). 

A character can attempt to get more than 509» by making a static 
maneuver (seeSection 6.52) on the Influence and Interaction section 
of the Static Maneuver Table MT-2. Of course, he runs the risk of 
not being able to sell the goods. The Gamemaster should base the 
difficulty of the Influence roll on the price that the character is try- 
ing to get, the person he is trying to sell to (e.g., what is his ex- 
perience in trading and how much does he want the goods), and his 
trading techniques (e.g., if he tries for 80%, gets a partial success 
result, and then lowers his asking price to 7070, the difficulty should 
drop for a 2nd roll). 


Weather und Money 


MONEY — We suggest that money be in the form of coins, each 
weighing '4 of an ounce (64 to the pound). Thecoins have different 
values based upon the metal (mithril, gold, silver, bronze, copper, 
or tin) that they consist of: 


1 mithril piece (mp) = 100 gold pieces (gp) 
I gold piece (gp) = 10 silver pieces (sp) 

1 silver piece (sp) = 10 bronze pieces (bp) 
1 bronze piece (bp) = 10 copper pieces (cp) 
1 copper piece (cp) = 10 tin pieces (tp) 

Mithril coins are very rare and may not be taken for full value 
everywhere. In Middle-earth, Mithril coins are more common in ear- 
ly to mid-Third age, their value at the time dropping to 50 gp or even 
10 gp. 

NOTE: Except for Mithril coins the value of each type of 
coin is 10 times the value of the next lower coin. Thus the 
value of an amount of mone y (of less than 10 gp) can be 
written «s a 5 digit number, with the Ist digit representing 
gold pieces, the 2nd silver, the 3rd bronze, the 4th copper 
and thelasttin (e.g., 63251 is6gp, 35р, 2 bp, 5 cp, and 1 tp). 
Then casts and prices can be added and subtracted as base 
10 numbers (see the example in Section 3.71). 


WEATHER - Determining the daily weather is important when 
adventuring. Table ST-8 provides a method for determining the 
temperature and precipitation of a given day. The Gamemaster 
should: 


1) Determine the month. 


2)Determine the general climate of thearea (e.g., warm and 
humid, cool and dry, hot and dry, etc.). 


3)Determine the temperature. 


4)Determine if there is precipitation, how much and what 
kind. 


The numbered months correspond roughly to the months as they 


are in North America (i.e., 1 is Jan., 2 is Feb., etc.). The Elven 
names for the months are also provided. The pattern will be the 
same for different hemispheres and temperature zones, but the local 
seasonal cycle may vary by as much as 6 months. 
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T-8 WEATHER TABLE 


STANDARD TEMPERATURES 


The first figure represents the mean in inches: the second or parenthetical 
is the probability number. Roll the dice each day, and a roll equal to or less 
than the probability number means that there will be precipitation that day; 
the lower the number, the heavier the precipitation during a given time. 

Computation of the type of precipitation is keyed to the area's 
temperature for the given day: snow — below 32°; steet — ai 32°; rain — 
above 32°. Whenit snows there is a | % chance of hail, and a 4% chance of 
an ice storm. * = 50% chance of dewor fog, but no further precipitation. 


Ruiny — hot or warm; oneor two dry months; wet the rest of the year; fre- 
quent heavy rains. 

Humid and temperate — precipitation in all seasons; light to moderate 
precipitation spread over many days. although heavy downpours occur on 
occasion; heavy fogs in highlands or along coasts. 

Wet and Dry — distinct and extreme wet and dry seasons; very heavy 
precipitation during wet scason; little or no precipitation during dry period. 
Dry — areas with cold or hot climates; modest precipitation concentrated 
during warm-moderate temperature periods; dry the rest of the year. 

Arid — extremely cold or hot areas; light to negligible precipitation; rapid 


evaporation or ground absorption 


The following table gives temperature ranges for a variety of locales. the 
Gamemasier should (a) note the size of thc range, (b) roll the dice, and 
(¢) apply the result with high rolls corresponding to high temperatures. 


Temperate 


(-46)-0 


55-70 40-60 0-45 (-20)-30  (50)0 
10-55 (10)40 (-45)-10 + 
25-65 15-55 (-25)-25 
50-75 20-60 0-46 
60-90 40-80 20-50 
65-95 45-85 35-60 
70-100 40-80 35-65 
55-85 30-60 20-50 
45-70 20-55 0-40 
30-65 10-45 (-20)-30 
20-55 0-40 (:30)-15 


STANDARD PRECIPITATIO: 


Months. Rainy Humid ‘Temperate Wetand Dry 

—Yestare — (intercalary day: Yule) 
I Narwain (Winter) 10.5” (90) 2" (20) 2" (20) 1” 00) 25" (02) = (01*) 
2 Nnui (Wimer) 9" (85) 25" (25) L5"(5) 25" (02) 35" (02) = (0!) 
з Gwaeron (Winter) 18.5" (90) 3.5" Q0) > (02) 25” (02) 35" = (01 
4  Gwirith (Spring) 10.5" (98) 4" (075) 1.57 (15) Л" (08) 25” (03) = (о) 
5 Lobron (Sprint) 8" (80) 4.5" (80) 2" (20) 2.5" Q0) 25" (03) 225“ (02) 
6  Nórui (Spring) 4" (40) 5.5" (85) 2" (20) 2" (20) .75“ (07) 25" (03)] 


7 Сетей (Summer) 2.5” (25) 4.5" (80) з” G0) 3" (30) 1.5" (15) - (01*) 
8 Úri (Summer) 1.5"05) 4” (75) 3" (0) 4.5" (45) 1.5" C5) = (01*) 
9 banneth (Summer) 2"Q0) 65" (95) 2.5" (25) 5" (50) 1s" (ts) = (Qr) 
10 Narbeleth (Fail 5” (50) 6.5" (90) 3.5" (35) 11" (95) 1" 00) = (1*) 
11. Hithui (Fatty 6' (68) 3" (45) 25"Q5) 12” (99) 25" (03) 0019) 
12 Girithron (Fall) 8" (80) 25"Q5) 2.5" (25) T (70) 25" (02) = 1") 


| =Mettaré — (intercalary day: Yearsend) 
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5.0 ACTION IN THE STRATEGIC ENVIRONMENT 


The strategic environment consists of the civilized areas and the 
countryside (see Section 4.1). Compared to tactical асігоп (see Sec- 
tion 6.0), which usually takes place in adventure sites, action that 
takes place in a strategic environment is usually less dangerous and 
requires less time to resolve and describe. Such action can often be 
resolved in very little real time (as opposed to time within the 
framework of the game). 


5.1 ACTIVITY IN CIVILIZED AREAS 

Activity in civilized areas can be as simple as returning after each 
adventure, healing, re-equipping, and heading back out to adven- 
ture again. However, it is often very interesting to make a visit to a 
civilized area more involved than that. A civilized place can be a 
source of information, intrigue, recreation, and dangerous en- 
counters. 
5.11 BUYING AND SELLING 

Fach character can usually handle his own buying and selling of 


normal goods (supplies and items) on his own. This process and a - 


monetary system is described in Sections 4.56 and 4.8, and prices are 
available in Tables ST-4, ST-5, and ST-7. However, certain unusual 
parts of the process may involve trading and dickering, and the 
Gamemaster should become involved as the person that the 
character is trying to trade with. The Gamemaster must also deter- 
mine if sellers or buyers exist for unusual or special items or herbs. 
Normally this is part of the description of the civilized area. 


5.12 FOOD AND LODGING 

Fach civilized area should have facilities for food and lodging, 
even if it is only swill or table scraps and a barn. Table ST-4 gives 
some suggested prices for food and lodging at a normal inn in a 
town. The Gamemaster may make a roll for each inn (or lodging 
desired) Visited to determine the amount of activity for that day. 
Very high means that there is no room for the characters; very low 
means that they might be able to get cheaper rates. 

5.13 GATHERING INFORMATION 

Often a civilized area is the place to pick up information about 
adventure sites, missions, and other scenarios described in Section 
4.41. Information on missions that non-player characters want per- 
formed should be made available at inns and public places, either 
through word of mouth or direct contact with the person who wants 
the mission performed. Notices of tournaments, duels, and other 
public activities should also be available, as well as other material 
like wanted posters. 

Rumors and clues about local occurrences, creatures, and adven- 
ture sites should be available from local people in bars and inns. 
Often it will help to get the locals drunk or ina good moodto get lots 
of information. Such information should be in the form of rumors, 
legends, tall tales, and outright lies. 

Reliable information like maps and descriptions (from characters 
who really know what is going on) should be available for a price. 
This type of information can be bartered for like any other com- 
modity (see Section 4.8). 

The Gamemaster may wish to allow characters to make 
"background legend rolls" on a given topic, in order to remember 
tales, legends or other information from their background or past 
history. Bards are professionally adept at this and should be given 
an extra bonus of +5 per level, because it is assumed that they con- 
tinually increase and update their knowledge base. The Gamemaster 
may use the Perception column or the General column of the Static 
Maneuver Table (MT-2) to help resolve legend rolls. 


5.14 HEALING AND RECUPERATION 

Healing and recovery from injuries is discussed in Section 4.7 
The Gamemaster should sketch out the healing facilities (first aid, 
herbs and animists) in each civilized area, even if itis only a farmer’s 
wife with some old rags and a hot poker. Food and lodging and 
possibly a nurse should be required whenever a character is 
recuperating from serious injuries. 


5.15 ENCOUNTERS 

Sometimes action in a strategic environment turns into action in 
the tactical environment (i.e., fighting, stealing, running, etc.). A 
Gamemaster should make an open-ended "activity roll” each day in 
а civilized area to determine the likelihood of an “encounter”. If this 
roll is very high, then some encounter may occur. How high the roll 
has to be to initiate an encounter should be based upon the type of 
civilized area and the situation of the player characters. 

Some typical encounters in a civilized area include: a brawl in the 
tavern or inn that the player characters are visiting, an attempt to 
mug (on the strcet or in their quarters) player characters and steal 
their possessions, an attempt to sell the player characters fake goods 
(or information), an attack by outside forces on the civilized area, 
etc. The possibilities are endless, and often lead to an adventure 
which can fill out an entire game session. 


5.2 ACTIVITY IN THE COUNTRYSIDE 

While in the countryside, groups usually are attempting to get 
from one place to another (see Section 5.3, for activity in the 
countryside while scaching for something). The Gamemaster must 
deal with activities such as movement, making camp, evading pur- 
suers, and encounters. 

Activity in the countryside is normally handled in intervals of 4 
hours when the player characters aremoving or active, and 12 hours 
ifthey are resting, sleeping or hiding. Distanceis generally measured 
in miles. 

5.21 MOVEMENT 

Normal movement in a strategic situation is resolved in intervals 
of 4 hours. This type of movement is different than tactical move- 
ment (see Section 6.4). Table ST-9 gives some normal 4 hour move- 
ment rates based upon the given terrain. The terrain is assumed to 
have some sort of open areas or paths. If the groupis hackingits way 
through a jungle or dense growth, the movement rates should be 
halved. The Gamemaster should modify this based upon special cir- 
cumstances, such as encumbrance, wounded characters, traveling 
more than 8 hours in a row (4 hours if jogging and walking), not 
having enough food, weather conditions, etc. 

f traveling at night, the movement rate is normal for groups with 
all members capable of seeing at night. For groups with no 
characters capable of seeing at night, movement is lowered to 10% 
of normal. For groups consisting of at least half of its characters 
capable of seeing at night, the movement rate is 75% of the normal 
rate; it is 5090 if fewer than half are capable of night vision. 


Activity in the Countryside 


5.22 CAMP SITES FOR RESTING AND SLEEPING 

While traveling it is assumed that the group rests for about 15 
minutes every 2 hours (10 minutes per hourin mountainous terrain); 
this is figured into the strategic movement rates given in Table ST-9. 
A group can travel 8 to 12 hours a day, and it is assumed they make 
camp for the rest of any 24 hour period. We will call such a rest 
period night but groups (especially Elves and Dwarves) can travel at 
night and sleep during the day. If the group has only traveled for 8 
hours it is assumed that they have found a good, defensible camp 
site. Otherwise, the Gamemaster should make an open-ended roll to 
help him decide the quality of the camp site found. A low roll ii 
dicates a poor camp site and possible dangerous surroundings. A 
high roll indicates a good camp site. 

Normally, the player characters will set a watch in shifts (usually 
3, 40r 5shifts), but the Gamemaster should not suggest it or remind 
them. If an encounter occurs (see Section 5.24), the Gamemaster 
should divide the night into a number of parts (usually based upon 
the player characters' shifts) and roll to randomly determine when 
the encounter occurs. Only the characters on watch (if any) will be 
awake and alert when the encounter begins. Other characters must 
be awakened by various actions or noises occurring during the en- 
counter, or by the specific actions of already awake player 
characters. 


5.23 EVASION AND HIDING 

Sometimes a group will find itselfin the position of being pursued 
through the countryside by hostile forces. This may takethe form of 
being chased by another group (direct pursuit), or it might take the 
form of a general hue and cry (i.e., the whole countryside has been 
alerted and is looking for the group). 

A general hue and cry is handled by rolling for encounters (see 
Section 5.24) once an hour instead of once every 4 hours. As for 
direct pursuit, most of the time the pursued group will want to avoid 
capture or conflict (evasion and hiding). Other times they will want 
to ambush the pursuing group (handle as a normal combat). Direct 
pursuit is handled once every hour as follows: 


1) Determine the distance separating the pursued group and 
the pursuing group. 

2) The pursuing group must make a tracking maneuver, 
modified by adding one pursuing character's Tracking 
bonus and subtracting one pursued character's tracking 
roll. If the pursued group is unaware of the pursuit and 
does not try to cover their tracks, only the Tracking 
bonus of one pursuing character and +40 are added to 
the roll. 


3) If the tracking maneuver is a "success" or an “absolute 
success" (from Table MT-2), the distance separating the 
two groups is modified by the difference in their move- 
ment rates. Each “near success" before a "success" in- 
creases the distance separating the groups by 288' (most 
of the time this can be ignored). 


4) If the tracking maneuver is a "partial success", the 
distance separating the groups is increased by the move- 
ment rate of the pursued group. 


5) The other tracking maneuver results are self-explanatory 
failures. 


If the pursuers sight the pursued group, action should be resolved 
as a tactical situation (see Section 6.0). In rain (or snow) if the 
distance separating the two groups exceeds the distance that the pur- 
suerscan cover in one hour, the pursuit is ended (less for very heavy 
rain, more for light rain). 


5.24 ENCOUNTERS 

Basically, at certain times the Gamemaster makes an open-ended 
activity roll to see how much action there is in the area containing 
the player characters. Then one of the players makes an open-ended 
avoidance roll to determine how well the group avoids any activity. 
The difference between these two rolls is cross-indexed with the den- 
sity of habitation on the Encounter Table ST-10. 

This process is called an encounter roll and is normally performed 
once every 4 hours when a group is moving and once during each 
period of sleep (night) when the group camps. Table ЅТ-10 also in- 
cludes modifications for the activity roll and modifications for the 
avoidance roll. 


—— — MAL 


5.3 SCOUTING THE COUNTRYSIDE 

Often a group is not just moving through the countryside; they 
are actively searching for someplace or something. The object of the 
search may be herbs, an adventure site, food, water, etc. Searches 
are more likely to result in encounters (see Encounter Table ST-10). 
5.31 LOOKING FOR ADVENTURE SITES 

Searching for adventure sites can fall into one of two different 
categories: looking for a specific site or looking for any random site 
in the area being searched. A search for a specification site is usually 
the result of information obtained in the form of maps, rumors or 
other clues (see Section 5.13). Searches for random sites maybe in- 
itiated because of rumors or just a general desire for loot and adven- 
ture. Random sites could consist of animal or monster lairs, old 
tombs, abandoned towers and temples, or deserted ruins of any 
type. 
5.32 SEARCHING FOR HERBS 

Often characters go searching for herbs in order to heal a group 
member, for healing during future adventures, or just to sell to 
make money. Table ST-5 indicates the climate and type of terrain in 
which specificherbs are found. Each hour a groupsearchesin such a 
locale, the group may make one static maneuver on the "Perception 
and Tracking" column of Table MT-2 (normal perception modifica- 
tions do not apply) to find herbs. The following procedure is used: 


1) Thedifficulty of finding the herb is obtained from Table 
ЅТ -5, giving a modification for the perception maneuver. 


2) The group's roll also receives any of following applicable 
maneuver modifications: -50, if searching an area 
previously searched within 6 months; +20, for each 
Animist and Ranger in the group; and +2, for each 
searcher in the group. Bonuses for group members’ 
"Foraging" secondary skills may be added, but they are 
first divided by the number in the group. 


3) "Absolute Success" indicates the searchers have found 
1—5 doses, “Success” indicates one dose was found; 
“Near Success" allows another roll made for this hour 
and modified by +20; “Partial Success" or "Failure" 
results in no herbs found; and "Absolute Failure" or 
“Blunder” means no more doses will be found during the 
rest of the day. 

A group may decide to split into smaller groups (or individuals), 
allowing a roll for each small group. However the small groups must 
cover entirely separate areas for 4 hour periods, usually out of ear- 
shot, and are thus subject to separate encounter rolls. 


Movement and Епсөитег Tables 
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FOREST 


This table is intended to cover the usual pattern of encounters between 
player characters and local inhabitants or wild beasts. The zones represent 
the relative density of social beings or inhabitants. These are cross-indexed 
with ranges which cover the differential between the iwe encounter dice 
rolls. 

The letter codes before the slashes represent interaction with social be- 
ings, usually local inhabitants; letters that follow the slashescover interac- 
tion with wild beasts. If there is a letter in both categories, the Gamemaster 
should roll again: a low result means that there is an encounter with wild 
beasts: a high result means interaction with social beings. 


T 


181-200 Ur 


The encounter codes are meant 10 be general and relative. A simple en- 
counter with agroup froman outrageously brutal or suspiciousculture тау 
be more dangerous than a hostile force of passive people. The GM should 
take note of the local folk and beasts to determine which type will be in- 
volved, and what their relative strength will be. A simplerule of thumb: the 
higher the differential, the more dangerous the encounter. The GM may 
wish to increase the number or capabilities ofthe given inhabitants or beasts 
accordingly. 


TERRAIN TYPE 


ROUGH & 


ROUGH FOREST 


MODIFICATION 
“Terrain moving in: 


у of inhabitants: 
+25 — Hostile 
+50 — Patrolled area 
+100 — if hue and cry (see Section 5.23) 
+30 — Night-adapted inhabitants (e.g., rcs) at night 
-30 — Night-adapted inhabitants during day 


_ General: 


750. Traveling at ight m 


variable ~~ spells uscd to detect groups 


MODIFICATIONS TO THE AVOIDANCE ROLL: i 


Group size: * 
+50 — one 
420 — two 

+0 34 
40-57 
-20 — 8-10 
-50 — 11-20 
-75 — 21-50 


General: 
+30 — if actively searching for something 
variable — spells used by the group 
-20 — if incamp and waveled 12 s 
40 «t if'in camp and traveled 16 hours 
— Rangers, Elves and Hobbits count %4. 
— This is lower depending upon the lighting (i.e., moon 
or stars on & clear night), 
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Tactical Action 


6.0 ACTION IN THE TACTICAL ENVIRONMENT 


In a tactical situation, action is resolved in terms of feet and 
seconds. During the MERP tactical sequence, each character may 
take only one action once every 10 seconds; he may move, attack, 
prepare a spell, cast a spell, make a moving maneuver, make a static 
maneuver, or perform some other action. This 10 second period is 
called a “round”. A round usually takes considerably longer than 10 
seconds of real time to resolve. 

Certain factors may affect thc action that a character may take. 
Most of these are obvious and can be resolved by using common 
sense (e.g., a character with a broken arm can't use a two-handed 
weaponor a bow; an unconscious character can perform no action, 
except perhaps breathing; etc.). The Gamemaster is of course the 
final authority on these matters. 

Certain spells allow morc than one action in a round (e.g., Hastel 
allows 2 actions to be performed in one round). The use of spells to 
move (e.g., Levitation, Flying, Windwalking, etc.) count as the sole 
action fora round unless thcy are merely used to hold position (i.e., 
hover). 

Certain critical results from attacks limit actions, while other 
criticals restrict activity (e.g., -20 to activity). Unless stated other- 
wise in the critical description, these subtractions from activity 
apply to all bonuses except thc Defensive Bonus and Resistance Roll 
bonuses. 

The Gamemaster and the players should divide up the work in- 
volved in controlling a tactical combat situation. The Gamemaster 
has to handle the physical layout and all of the non-player 
characters, but the players can help with other factors. One player 
should keep track of the damage taken and status of each character 
(a shect is provided іп MERP for this and may be photo-copied for 
non-commercial purposes). Another player should keep track of the 
round and action sequencing (see Section 6.2). Another player can 
record activity by player characters which can later lead to ex- 
perience points. Other players can handle the tables and read off 
results during play. By dividing up these tasks the game flows very 
smoothly, everyone gets involved, and no one is swamped with 
work. 

The MERP system for tactical action and combat is simplified 
and abstracted to increasc its playability. If beginning fantasy role 
players have mastercd MERP and desire more detailed and realistic 
combat, LC.E.'s Arms Law & Claw Law provides an expanded 
combat system, with individual attack tables for the various 
weapons, 20 classifications of armor, more detailed critical strike 
tables, and rules that allow more flexibility. 


6.1 REPRESENTING THE PHYSICAL SITUATION 


The Gamemaster must decide how to keep track of movement, 
the relative positions of all of the characters, ranges for firing 
missiles and casting spells, and the layout of the area in which they 
are adventuring. This usually requires a playing surface that 
represents the physical situation and playrng pieces representing the 
characters and other combatants. Many possibilities exist for such 
play aids, and the Gamemaster may elect to use whichever seems 
most appropriate for his game and for a particular situation. Below 
we present a few of the most helpful display tcchniqucs and hints. 

The Gamemaster can sketch the layout on a sheet of paper (or on 
a black board) and mark the position of each character on it. For 
small sheets of paper we suggest a scale of 1” = 50’. Fora larger sur- 
face, 1” = 20 or 1” = 10’would be more appropriate. You can keep 
track of distance with a ruler. The problem with this technique is 
lack of detail and the hassles of erasing each timea character moves. 

To solve part of this problem wc suggest that a playing picce be us- 
ed to represent the position of each character. These can be as 
elaborate as the playersand Gamemaster wish. Suggestions include: 
commercially available miniatures (small statues of various types of 
fantasy inhabitants and creatures), chess pieces, coins, or 1⁄4” square 
to 1" square pieces of cardboard marked with the characters names. 
The cardboard pieces are particularly easy to make and use; they can 
be colored or decorated to aid the flavor of play. 

We have included in MERP two shects of 8 V?" x 11” paper (hex 
paper) with different sized grids consisting of hexagons placed on 
them. These sheets make keeping track of distances easier; just 
count the number of hexagons between two points. If playing pieces 
are used each playing piece can occupy a separate hexagon to in- 
dicate its location. 

Most large photo-copying centers have a transparency machine 
which is capable of copying any black and white figure onto a clear 
plastic sheet. We suggest that you take a piece of the hexagon paper 
included in MERP and have a transparency made. This can be laid 
over any sort of layout, superimposing a grid on it. 


6.2 THE SEQUENCE OF ACTIONS 

Actions are normally performed in the following order during a 
round (unless a character cancels his action or puts it into an “oppor- 
tunity state”): 


1) Prepare or cast a spell. 
2) Missile and thrown weapon attacks, missile parrying, 
and loading/reloading. 

3) Moving maneuvers. 

4) Melee attacks and melee parrying. 

5) Movement. 

6) Static maneuvers. 
— Orientation rolls are used when required by circumstance. 
— Conflicting actions may modifiy this sequence (see Section 6.7). 

At the beginning of each round, each player should state or write 

down (the Gamemaster must decide) what action he wishes to per- 
form for that round. At the same time, the Gamemaster should 
decide what actions the non-player characters will take. The actions 
are then resolved in the order specified by the sequence above. The 
following sections describe how to resolve the various actions. The 
sample adventure presented in Section 1.2 is a good example of ac- 
tions taken on a round by round basis. 


Preparing and Casting Spells 
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OPPORTUNITY ACTION — When it comes time during a round 
to resolve an action, each character has the option of putting his ac- 
tioninto an “opportunity” state — in effect, delaying his action until 
he wishes to resolve it. He may not perform any other action until 
his opportunity action is canceled (at the end of around) or resolved 
(at anytime he decides). He may initiate his action any time later in 
the current round, or any time during a following round. Oppor- 
tunity actions represent activities like: waiting fora target, settingan 
ambush, waiting to push a boulder down on someone, etc. In the 
sample adventure presented in Section 1.2, Naug is on opportunity 
when he waits for a shot with his Crossbow without performing any 
other action. 


CANCELL 


; ACTION — During a round an action may be 


canceled before it would otherwise be resolved. A character who has 
canceled his action may perform one of the following alternative ac- 
tions: melee with half his normal Offensive Bonus OR move half his 
normal (not running) movement OR make a maneuver modified by 
-30. The alternative action chosen must be performed when the 
other actions of that type are normally resolved. 


11 — ACTION TABLE 


ADDITIONAL INFORMATION 
ACTION AND OPTIONS 


a Spell May take 10’ movement later. 
May take 20° movement later. 


Prepat 
Cast a Spell 


Missile Attack 
Loading/Reloading 
Missile Parry 


May take 10° movement later 
May take 10° movement later. 

Half of ОВ is subtracted from one missile at- 
tack. May later take half movement OR later 
make a melee attack with half his OB. 


The manuever may not cover a distance of over 
half that of the character's normal movement. 


Moving Maneuver 


May take 10’ movement. May shirt equipment, 
in which case Offensive Bonus is lowered by 30 
for each item shifted (drawn, sheathed or 
unslung). Part of the OB may be used to parry 
one opponent's attack (a melee parry). 


Melee Attack 


Movement is decreased by 10° for each item 
shifted. 


Movement 


No additional action allowed. 


Static: Maneuver 


CANCEL ACTION — Any action may be canceled befere it is resolved. The 
character may hen perform one of the folle wing actions during the appropriate par 


ei the round. 
1) Melee with half normal Offensive onus. 
2) Move half of his nermal movement, 
3) Make a maneuver moditied by -36. 


OPPORTUNITY ACTION — Any action may be delayed by making the actien ап 
opportunity action. @nce an action is delayed, no ether action may take place until 
the opportunity action is resolved or canceled. Hewever the opportumty action may 
be initiated at any time during the current round or a following round 


NOTE: Il a Gamemaster is using facing Гог the characters (sec Section 6.83), achange| 
ef facing may accempany movement, even if the mevement is made in additien te| 
another action 


EXAMPLE: The following actions were taken on a round by round 
basis by the participants in the sample adventure presented in Part 
1(p6). The actions begin with the player characters 10' f rom the 
tower and ready to move up and with the Orcs waking up in the 
basement ef the tower and preparing to break camp and leave. 


PLAYER- NON-PLAYER 
CHARACTERS CHARACTERS 
ROUND Agonar China рэ Мац эс! Оп: Ord 
1 Moe Move Move Move —prepareteleave——— 
2 Prepare Мое Move Орроп. — —finish getting ready — — 
Spell Attack 
з Cat Static EE Oppen Meve Move Move 
Spot — Manewer Manewer Айак 
(success) (fails) Guocess) 
4 Move Stade Stauie Oppore Move Мое Мое 
Maneuver: Maneuver Attack (dies) 
(success) (suxes) (Fue) 
S Prepare  Movag @pport, Мохе xeax Мое Move 
Spell Maneuver Айак (flees) 
succes)  (fumbies) 
6 Саш Moving  @utFrem Attack Xeox Runs Айак 
Spel Maneuver Fumble с (gene) Cunta 
(Or) — (айз) (hits) (asleep) 
7 Floats Takes Recovers Cleans axox Ови Capture 
down. Critical weapon. Axe. Away, 


Round 6 is « good example of action sequencing: 

J) Agonar's spell is cast first and Orc #3 is put to sleep. 

2) There is no missile fire. 

3) Chinta Kari maneuvers (and fails) to get under the chest before 
Orc #3 can attack her. 

4) Naugattacks Orc 83 who is falling asleep and isdown, breaking 
the Orc'sleg. Both Orc #3 and the chest f all on Chinta Kari who 
takes ап “A” Unbatance critical. 

5) Orc #2 is out the door and begins to run away. 

6) There are no static actions, except perhaps Drogge contemplat- 
ing his fumble. 


6.3 PREPARING AND CASTING SPELLS 

The number of rounds that a character (the caster) spends prepar- 
ing a spell affects the effectiveness of a spell by modifying the attack 
roll when the spell is cast. The modifications are: 


-30 for no preparation rounds 

-15 for one preparation round 

+0 for two preparation rounds 
+10 for three preparation rounds 
+20 for four preparation rounds 


All preparation rounds for a given spell must immediately follow 
one another and immediately precede the casting round (unless 
casting the spcll is put into an opportunity state; see Section 6.2). 
During a preparation round, a character may also move up to 10 feet 
when movement is resolved. In the sample adventure in Section 1.2, 
Agonar prepared his spell during the round that the Orc moved 
towards Chinta Kari. 

It requires one round's action to actually cast a spell and have it 
take effect. The target must be in sight or detected in some manner. 
To cast a spell an "attack" roll must be made (such as Agonar's 
levitate spell in Section 1.2's sample adventure). All spells must 
make an “attack” roll even if the spell doesn't actually attack a target 
(there is a chance of failure for every spell). Bolt spell attacks are 
resolved on Table AT-7, Ball spell attacks are resolved on Table 
AT-8, and ali other spells are resolved on Table AT-9. During a 
casting round, a character may also move up to 20 feet when move- 
ment is resolved. In the sample adventure in Section 1.2, Agonar 
cast his Sleep spell the round that the Orc attempted to attack Chinta 
Kari. 
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Movement and Maneuvers 


6.4 MOVEMENT 

Movement is simultaneous forall characters. If there are conflicts 
(opponents have both specified movement), players should write 
down where they intend to move. The Gamemaster should use com- 
mon sense to interpret the intent of each character, and characters 
should be able to modify their actual movement during play in order 
to react to circumstances. Each character may move up to 50’ plus 
his movement and maneuver bonus without a maneuver roll, or up 
to double that (running) if he successfully makes a maneuver roll 
(see next section), 

A character may shift items and equipment on his person (e.g., 
draw a weapon, sling a shield, take out some herbs, etc.), but the 
distance that he may move is decreased by 10 feet for each item 
shifted (for that round). Terrain may also slow a character: going up 
a hill, through a thicket, across a stream, across sand, etc. It is sug- 
gested that a Gamesmaster cut movement by half for such terrain. 


6.41 RUNNING — DOUBLE MOVEMENT 

If a character wishes to move double his normal movement (run), 
the Gamemaster should assign a difficulty based upon the 
character's encumbrance and the terrain. Then the character makes 
a maneuver roll modified by his Movement and Maneuver bonus 
and applies the result to the Moving Maneuver Table MT-I. If the 
result is an ^F", then a second roll must be made on the Maneuver 
Failure Table FT 4. Otherwise thc result is a number. If the number 
is 100, the character may move up to double his normal movement 
rate. For every increment of 10 that the number is under 100 the 
doubled movement rate is decreased by 10". For every increment of 
10 that the number is over 100 the doubled movement rate is in- 
creased by 10’. 


The number of rounds that a character is capable of running is 
equal to his Constitution bonus plus 5. For each round that he rests 
he will be able to regain 2 rounds of running capability. For ex- 
ample, a character with a Constitution bonus of + 10 could run 15 
rounds before having to rest; or he could run for 10 rounds reducing 
hisrunning capability to 5, rest for 2 rounds and get 4 rounds of run- 
ning capability back for a total of 9, and then run for 9 more rounds 
before being forced to rest. 


EXAMPLE: Looking at the sample adventure in Part 1 (p6), the 
fleeing Orc (82) leaves the main door and begins to run. His normal 
movement rate is 55’ per round (50' plus his Movement and Maneuver 
bonus in Rigid Leather of + 5), so his running rate would be 110' per 
round. T he Gamemaster deems his running a light maneuver, rolls a 
38, and adds the Orc's Movement and Maneuver bonus to get a total 
of 43. Referring to the Moving Maneuver Table (MT-1) under a 
"light" maneuver, we get a result of 90. Thus the Orc moves 10'(I00 
minus result from Table MT-I) less than his normal running rate, 
100. 


6.42 MOUNTED MOVEMENT AND ACTIONS 

A mounted charactcr may move up to the movement rate of his 
mount (usually a horse). Such movement rates are given in Table 
ST-4, The character and mount may move up to twice that (gallop- 
ing) if the character makes a Riding maneuver roll. 

If amounted character makes a Riding maneuver roll (in addition 
to any maneuver roll for galloping), he may move (or sit on the 
mount and not move), while taking another action in the same 
round. This action is called a mounted action and may be any activ- 
ity that may be performed from horseback (e.g., attacking, firing a 
bow, picking up a passenger, etc.). The roll normally required to 
performanysuch mounted action is modified by adding the result of 
the maneuver roll and subtracting 100 (in addition to normal modi- 
fications). 

If the character wishes to gallop and take a mounted action, both 
maneuver rolls would be required. Certain horses (see Table ST-4) 
may modify the maneuver roll for galloping or the maneuver roll for 
a mounted action. 


EXAMPLE: Suppose there is a horseman named Tulgas waiting 
outside for the fleeing Orc in the sample adventure іп Part 1 (рб) 
Tulgas and his mount could move es the Orc begins to run; the 
horse only hasto move 20'to get next to the Orc so no maneuver roll 
is required to gallop. However, Tulgas must make a maneuver roll 
for mounted action (іп this case a melee attack). The Gamemaster 
rates this maneuver a "medium" maneuver, Tulgas rolls a 66, his 
Riding Bonus is 30, and his total of 96 results in an "80"result from 
the Moving Maneuver Table (MT-I). Tulgas’ Offensive Bonus with 
his Mounted Lance is 50, so he adds 30 (OB of 50 + his riding 
maneuver result - 100) to his attack on the Orc. 


65 MANEUVERS 


Maneuvers are actions (other than attacks and spell casting) 
which under normal circumstances have a chance of failing and 
usually entar] an element of risk. Thus normal movement and ac- 
tivities (e.g. walking, climbing stairs, drawing a weapon, etc.) are 
not maneuvers, while unusual activities (swimming, climbing a 
rope, running up or down stairs, opening a locked chest, etc.) and 
activities performed under stress (running, dodging, stalking, 
hiding, etc.) aremaneuversand require rolls. The Gamemaster is the 
final judge as to what is a maneuver and requires a roll, and what is 
normal activity and doesn't require a roll. In MERP, maneuvers are 
classified as Moving Maneuvers or as Static Maneuvers. Fach class 
of maneuvcrs is resolved differently. 


Maneuvers and Attacks 
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6.51 MOVING MANEUVERS 

Moving Maneuvers include climbing, swimming, riding, stalking, 
and any complex or unusual movement (acrobatics, dodging, 
tumbling, diving, etc.). If a character decides to make a Moving 
Maneuver as his action for a turn, the Gamemaster should assign it a 
difficulty: routine, easy, light, medium, hard, very hard, extremely 
hard, sheer folly, or absurd. The maneuver must still be within the 
physical capabilities of the character, and is limited to covering a 
distance no more than half of the character’s normal (not running) 
movement. The Gamemaster may also assign an additional 
modification to the maneuver roll (e.g., an unassisted running leap 
across a 40' chasm for a human might be given a difficulty of “ab- 
surd -10” since the world record is only around 28’). Assigning dif- 
ficulty requires a familiarity with the Moving Maneuver Table MT-1 
and a subjective decision by the Gamemaster (practice and ex- 
perience will help). 

After the difficulty is assigned, the character may then decide not 
to attempt the maneuver (i.e., he reconsiders and decides not to do 
it). In this case, he cancels his action and may perform some other 
limited action as described in Section 6.2. 

If the character decides to proceed with the maneuver, he makes 
an open-ended roll and adds his appropriate bonus along with any 
other applicable modifications. The resulting total is cross-indexed 
with the difficulty on the Moving Maneuver Table MT-I to obtain 
the maneuver result. An “F” result requires a second roll on the 
Maneuver Failure Table FT-4. A number result indicates the per- 
centage of the attempted maneuver that was accomplished. To sum- 
marize: 


1)The Gamemaster assigns a difficulty to the maneuver. 


2)The character decides whether or not to perform the 
maneuver. 


3) If he decides to perform the maneuver, an open-ended 
roll is made. 


4)AII applicable modifications are made to the roll. 


S)The total is applied to the Moving Maneuver Table 
MT-1. 


EXAMPLE: [л the sample adventure presented in Part 1 (p6), 
Chinta Kari decides te try and turn overa large chest and get under 
it before an Orc which is trying to kill her can swing. Considering 
the situation (Chinta Kari has her back to the Orc), the Gamemaster 
rates the maneuver as “Extremely Hard", but Chinta Karidecides to 
try anyway. Sherollsan03 (1-100) and must roll again and subtract 
the second roll from the first (it is an open-ended roll); her second 
rollis a62, resulting ina total of -59. Her Movement and Maneuver 
bonus is + 20, giving a total maneuver roll o f -39: net tee swift. 
This gives a result of “Failure” from the Moving Maneuver Table 
(MT-1). Chinta Kari's Failure roll is a 74 and is modified by +10 
due to the difficult y o f the maneuver (Extremel y Hard), which gives 
an “84”. Checking the Moving Maneuver Failure Table (FT-4), we 
see that Chinta Kari has f allen down, taken 3 hits and isat -20 to ac- 
tivity for 3 rounds. 

If she hadrolleda 78 on her maneuver roll she would have a total 
maneuver roll of 98 (78 + 20), for a result o f "50". Thusshe would 
have been 50 per cent o f the way through her maneuver when the 
Orc could attack (he could make a maneuver roll to swing earlier, 
see Section 6.7). The Gamemastercould rule that the chest acts like 
a shield and would give Chinta Karia +25 bonus te her Defensive 
Bonus. In theoriginalsampleadventure, theOrc was putto sleep by 
Agonar and beat upon by Naug, causing the Orc and the chest te 
fall on Chinta Kari, giving her an “A” critical. 


6.52 STATIC MANEUVERS 

Static Maneuvers include tracking, hiding, picking locks, disarm- 
ing traps, reading runes, using items, perception, influencing other 
characters, and any other complex or unusual activity not involving 
significant movement. If a character chooses a Static Maneuver as 
his action for a round, the Gamemaster must assign a difficulty and 
then the character must decide whether or not to actually perform 
the maneuver (see Section 6.2 for the effects of canceling an action). 
The Gamemaster may require more than one round for maneuvers 
which he decides are very difficult or complex. He may also allow a 
character to decrease the difficulty of appropriate maneuvers by us- 
ing multiple rounds. 

If the character decides to proceed with the maneuver, he makes 
an open-ended roll and adds his appropriate bonus along with any 
other applicable modifications. The resulting total is cross-indexed 
with the appropriate column on the Static Maneuver Table MT-2 to 
obtarn the maneuver result. To summarize: 


1) The Gamemaster assigns a difficulty to the maneuver. 

2) The character decides whether or not to perform the 
maneuver. 

3) If he decides to perform the maneuver, an open-ended 
roll is made. 

4) All applicable modifications are made to the roll. 

5) The total is applied to the Static Maneuver Table MT-2. 
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6.6 ATTACKS 


This section describes attacks and the process used to resolve 
them. A very detailed example combat is included to illustrate many 
of the rules outlined in this section. 

Attacks occur when a character (the attacker) attempts to affect 
or harm an opponent (the defender or target). The attacks fall into 
three categories: spell attacks, missile (includes thrown weapons) at- 
tacks, and melee (weapon and animal) attacks. Each type of attack 
is normally resolved during a different part of the round. If a 
character’s action for a round is an attack (spell, missile, or mclcc), 
he may move up to 16’ during the proper part ofthe round (i.e., dur- 
ing movement). Simple actions such as dropping whatever is in his 
hands may be performed with the permission of the Gamemaster, 
who may assign a penalty (to the character's OB) if necessary. 

If a character'saction is melee, he has the option of moving the 10" 
just before melee attacks are resolved (i.e., the movement is a charge 
and thus part of the attack). The attacker may also shift an item 
(e.g., draw a weapon, unslinga shield, take herbs from a belt pouch, 
etc.), but then his Offensive Bonus is modified by -30. 

An attack is resolved by the attacker making an open-ended at- 
tack roll, adding any applicable modifications, and applying the 
total to the appropriate attack table. The result will usually requirea 
second roll on the Fumble and Failure Table, a critical table, or the 
ResistanceRoll Table. Applicable modifications are given on theat- 
tack tables, and special attack properties are given in the Statistics 
tables: the Weapon Statistics Table CST-1, the Animal Statistics 
Table CST-2, and the Spell Statistics Table CST-3. To summarize: 


1) Attacker makes an open-ended attack roll. 

2) [fan UM (unmodified) result is obtained proceed to 4. 
3) Allapplicable modifications are made to the roll. 

4) The total is applied to the appropriate attack table. 

5) The result may require a roll on a second table. 
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Resolving Attacks 


6.61 SEQUENCING ATTACKS OF THE SAME TYPE 

All spell attacks are resolved simultaneously. All missile and 
thrown attacks are resolved simultaneously. Melee attacks are 
resolved oneat a time; the character with the highest Movement and 
Maneuver Bonus resolves his attack first, then the character with the 
second highest proceeds, etc. If the Movement and Maneuver 
bonuses of several meleeing characters are equal, those attacks are 
resolved simultaneously. 

If a character's attack is an opportunity action (delayed from a 
previous round, or from earlier in the current round), it is always 
resolved before other attacks of the the same type. 


6.62 TARGET CHOICE AND PARRYING 

Just before melee attacks are resolved all combatants must decide 
which opponents they will attack and how much of their Offensive 
Bonuses they wish to parry with. A character may only attack a foe 
who is adjacent to him (within 10"). This is an acceptable form of 
limited movement. If more than one foe is available, the character 
must choose one to attack. He may attack one foe and use his shield 
bonus against another (see Section 2.75), if it is physically possible. 


Melee Parrying — A character may “parry” the melee attack of the 
target he is attacking in melee. He may reduce his Offensive Bonus 
by any amount (but not to less than 0), and his target’smelee attack 
roll is then modified downward by that amount. In effect, the 
character may use all or part of his Offensive Bonus to subtract from 
the melee attack roll of one of his adjacent foes. The character still 
makes a melee attack roll against the foe that he is parrying, adding 
whatever part of his Offensive Bonus that was not used to parry (it 
can be 0). 

A stunned character ora character using a 2-Handed weapon may 
not parry more than half his Offensive Bonus. 

When the characters indicate their actions for a round (see Sec- 

tion 6.2), the Gamemaster may wish to require the characters to in- 
dicate or write down their target and the amount they wish to parry 
with. 
Missile Parrying — 1f a character has a shield and he is facing an op- 
ponent making a missile attack against him, he may "parry" the 
missile attack with up to half of his Offensive bonus (this is handled 
like melee parrying). This may be combined with half of his normal 
(not running) movement or a melee attack modified by half of his 
Offensive Bonus. 


6.63 UNMODIFIED ROLLS 

Certain results on the attack tables are marked with an "UM". 
When the attack roll before modification falls within one of these 
ranges, no modifications are made to the attack roll. These results 
can only be achieved if the unmodified roll falls within these ranges. 
Modified rolls falling into these ranges are treated as the next lower 
(or higher) result. 


6.64 MAXIMUM AND MINIMUM RESULT LIMITATIONS 

The attack tables have maximum and minimum results. If a 
modified attack roll exceeds a maximum result, the roll is treated as 
the highest nott-UM result allowed. If a modified attack roll is less 
than the minimum result, the roll is treated as the lowest non-UM 
result. 

On most of the attack tables the maximum result is 150 or one less 
than an unmodified result, while the minimum result is usually one 
more than the unmodified fumble/failure result. On the Bolt Attack 
Table AT-7 the maximum result is determined by the spell type; on 
the animal attack tables (Table AT-5 and Table AT-6) the maximum 
result is determined by the animal’s size (small, medium, large or 
huge). 


6.65 ATTACK RESULTS 

An attack may have several results depending upon the attack roll 
(modified or unmodified), These results include hits, fumbles, 
failures, criticals, and Resistance Roll modifications. 


FUMBLES AND FAILURES — If an attack roll results in an "F^ 
result, the attack has failed and a failure roll must be made on the 
Fumble and Failure Tables FT-!, FT-2, FT-3, or FT-4. A 
Fumble/Failure rollis modified only by thetype of weapon or spell 
used to make the attack. If the attack is made with a weapon, a Fum- 
ble occurs if the original unmodified roll is within the fumble range 
of the weapon being used (see Table CST-1 for the various ranges). 
Animal attacks which fail merely result in no damage being given. 


HTIS — The number results on all of the attack tables except the 
Base Attack Table AT-9 equal the number of hits delivered to the 
target. 


CRITICALS — The letter results (A, B, C, D, and E) indicate that 
the target has been given one or more critical strikes (critical or crit). 
The type and number of criticals depends upon the type of the 
weapon or spell used. This information is given in the statistic tables 
(Tables CST-1, CST-2, and CST.3). To determine the result of the 
critical a second roll is made, modified by a bonus based upon the 
severity or the critical (i.e., what letter), and then applied to the ap- 
propriate critical column. Finally, the results of the critical are ap- 
plied to the target. 

If the target takes a critical result that lasts for acertain number of 
rounds and he has not yet performed his action for the current 
round, the current round counts as one of the rounds affected by the 
result. 

The criticals give very specific damage to targets that receive 
them. All of the damage specified by criticals should be self- 
explanatory except for the following very common results: 


+ #hits, — This many hits (#) are taken in addition to the 
normal hit result derived from the attack table used (e.g., 
“+ 5 hits"). 


# hits per round. — Each round after the crit is taken, the 
target takes this many (#) additional hits due to pain and 
bleeding (e.g., “3 hits/round.”). 


Stunned # rounds. — The target is stunned for this many (f) 
rounds, during which he may not attack and may only parry 
with 50% of his Offensive bonus. Anyother action requires 
a maneuver roll modified by -50(e.g., “Stunned 5 rounds."). 


- # to activity, — All ofthe target's bonuses (except DB and 
RR’s) are lowered by the # (e.g., “-10 to activity."). 
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RESIST ANCF. ROI — Non-farlure results from the Base Spell 
Attack Table AT-9 are numbers which are used as modifications to 
the target’s Resistance Roll. A result of this type requires the target 
make a Resistance Roll to avoid (or decrease) the effects of the spell. 

Once this modification has been obtained from the attack roll, the 
target must make a roll and add the attack roll modification, the 
target’s RR modification and any other appropriate modifications 
(see Table RRT). Then the attacker’s level and the target’s level are 
cross-indexed to obtain a number from the Resistance Table RRT. 
If the target’s modified КК is greater than or equal to this number, 
he has successfully resisted the spell, otherwise the target has failed 
to resist. The results of failing to resist vary from spell to spell, but 
are uniformly bad. 


EXAMPLE: Suppose that in the sample adventure presented in Part 

I(p6) : Orc #2 decided to unsling hisshield and attack Маи with his 
short sword, Orc #3 decided to drop his short sword and draw his 
2-Handedsword, and Naug decided to draw his handaxeand unsling 
hisshield. They wouldall end up next to each other, Orc #2 on Naug's 
left and Orc #3 on Naug's right, Agonar decides to prepare his spell 
fora 2nd round since Chinta Kari isin no immediate danger(as an Elf 
he thinks of Naug as “only a Dwar f”), while Chinta Kari hearing the 
shouts still ducks under the chest. Droggo starts to sneak up behind 
the Orcs. 


The pertinent bonus for the combatants are: 


Maneuver 

OR ARMOR DB Shield Bonus WEAPON Hits 
Naug 65 chain 0 Үү +0 Handaxe 46 
@rc#2 58 rdeater 10 Үе 45 — Short Swerd 22 
Фгсғз 40 ricater 5 No +0 2-Handed Sword 28 
Эго о 35 nene зж No +40 Short Sword 27 
Agona 8 none ж No +25 Spells a 
Chinta 30 rdeather 1@ Yes +20 Mace 25 


— All combatants are right-handed. 


Due to the relative Maneuver bonuses, Orc #2 will attack first and 
Orc #3 and Маи will attack simultaneously (the rest are performing 
other actions this round). Naug has to use his shield against Orc #2, 
he decides to use 20 of his OB to parry Orc #3 (subtract 20 from Orc 
#35 attack), and he decides to use his remaining 45 OB to attack Orc 
#3. The Orcs decide to allack with all of their OB's and not to parry 
(Orcs are like that). 

Orc i2rolis an 86, his OB of 40 (50 -10 for a short sword against 
chain) is added, Naug's DB of 10 and his shield bonus of 25 are sub- 
tracted, and the total of 91 is obtained. Crossindexing this with chain 
on Table AT-1, we see that Naug has taken 8 hits but no critical. 

Orc #3 and Naug attack simultaneously (if Naug had been stunned 
by Orc KZ's attack, he would not have been able to attack, but he 
could have parried with half of his OB, 33). Orc #3 rolls a 98, since 
this is between 96 and 100, he rolls again (gets a 14) and adds itto his 
firstroll. This gives a total of 112. He adds his OB of 40, hesubtracts 
Naug's DB of 10 and his parry of 20, and the total of 122 is obtained. 
Checking Table AT-3, we see that Naug has taken 24 hits and a “С” 
critical (the Orcs have rolled well). 

Naug rolls a 93, adds the portion of his OB that is used to attack 
(+45), subtracts Orc #3's DB of 5, and obtains a total of 133. From 
Table AT-I, we see that Orc #3 takes 18 hits and a" D” critical. 

Checking the Weapon Statistics Table (ST-1), we see that a 
2-Handed sword gives a Slash primar y critical anda Crush secondar y 
critical. So Naug has taken a "C" Slash critical, an “A” Crush and a 
total of 32 hits, Orc #3 has taken 18 hits and a “D” slash critical. 


Naug's "C" Slash critical is a 32 (the actual roll): he takes 5 more 
hits and since he is wearing leg greaves he takes no further damage 
from this slash critical. His “A” crush critical is а 58 (roll) minus 20 
(for being an “A” critical) for a 38: he takes 5 more hitsandisstunned 
1 round. Naug was “lucky”; he has “only” taken 42 hits (out of 46 
before he passes out) and is stunned one round. Orc #3 critical isa 28 
(roll) plus 10 f or being a "D"critical fora 38; the Orc takes 3 more hits 
fora total of 21 (2 more and hepasses out), he takes I hit per round, 
and he must subtract -5 from all of his bonuses. 

Things йот! look good for Naug: both of his opponents are 
unstunned, he is stunned, and if he takes 5 more hits he will lose con- 
Ssciousness. 

The next round starts with the above situation, and with Droggo 
behind Orc #2, Agonar ready to cast his sleep spell (having prepared 
for 2 rounds to avoid the penalty), and Chinta Kari still under the 
chest (she is starting to peek out). Agonar will attack first because he 
is casting a spell. Droggo will strike next because of his maneuver 
bonus of +40. Naug can not attack (he is stunned, and may only 
parry with half of his OB) and the Orcs will attack simultaneously 
because Orc #3's maneuver bonus has been reduced to Ob y the results 
0f the critical. 

Agonar rolls a Ol, this is an unmodified roll and the spell 
automatically fails as indicated on Table AT-9. Agonar rolls a 98 (а 
roll of 88 10 for using a Class F spell) on the Spell Failure Table 
(FT-3) causing the spell to affect Agonar. Agonar makes a 
Resistance Roll (f rom Table ККТ he sees that he needs 50 oraboveto 
resist); rolling a 37, he fails to resist and falls asleep. Not good f or the 
home team, its all up to Droggo the Hobbit. 

Droggo decides to Ambush Orc #2 (see Section 23), rolls a 
maneuver roll of 87 to do it, and succeeds (Droggo has an Ambush 
Skill Rank of 2). He rolls hisattackrollof 65, adds his OB of 35, adds 
+ 10 because he is using a short sword against leather armor, adds a 
bonus of 15 fora flank attack and20 fora rear attack and 20 for asur- 
prise attack, subtracts 10 for the Orc's DB (but not the shield), and 
obtains a total of 155. This is reduced to 150, the maximum possible 
result on Table AT-1. The Orc takes 22 hits and an “E” Slash critical. 
Droggo rolls a 78 (a roll of 58 + 20 for being an “E” critical), however 
his Ambush skill rank 0f2 may beadded to this to give an 80. Droggo 
chooses to do this and Orc #25 carotid artery is severed, his neck is 
broken, and he dies in one round. 

Of course, Orc #2 may not attack (or do much of anything except 
gurgle). Orc 83 winds up to take hisswing with his 2-Handed sword, 
and rolls a 04. Unfortunately for the Orc, this isa fumble (2-Handed 
swords fumble on a 01-05, unmodified). The fumble roll is a 28, he 
gives himself 2 hits for a total of 23 hits. The Orc passes out and 
drops. Naug can't believe what happened. Chinta Kari starts to get 
out from under the chest, while Droggo wipes off hisshort sword and 
Agonarsnoresas he floats to the ground. The group has really cut it a 
little close (to death) this time. 
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6.66 RANGE AND RELOADING 

Characters may use certain weapons for missile attacks against 
targets which are not adjacent. The Weapon Statistics Table CST-1 
indicates which weapons are allowed to attack at a given distance by 
giving them a base range. For each weapon with a base range, the 
table gives short, medium, long and maximum ranges; each range 
gives a modification to the attack roll. The ranges are based upon 
multiples of the base range. 

Ali of the bows and the sling require loading and reloading. The 
number of rounds required for loading each weapon (and reloading 
without penalty) is given on the Weapon Statistics Table СЅТ-І. 
Some of the weapons can be reloaded in fewer rounds (even 0 
rounds), resulting in a modification (given in the table) to the next 
missile attack roll made by that weapon. Unless the load/reload 
tume is 0, loading or reloading counts as the action for a round, but 
the character may still move up to 18. 


EXAMPLE: A composite bow has a base range of 75, so when it is 
fired at a target between 0'and 75'awa y there is no modi fication to 
the OB (this isshort range). When a composite bow is fired at a target 
between 76'and 150'away, the modification to theOB is-25 (medium 
range). Between 151'and 225 the modification to the OB is -50 (long 
range), and between 226' and 300’ the modification is -7 5'( maximum 
range). Shots at a target more than 300' awa y are not allowed. 

A composite bow normall y takes 1 round to load or reload without 
penalty, and thus could be fired once ever y other round without 
penalty, However it may be reloaded in 0 rounds ("reload(0) at -25 to 
OB") and fired the round immediately following a round in which it 

was fired, if the OB forthat round is reduced by25. Thus firing ever y 
round results in a -25 penalty to the firer's OB. 

A character named She ynk fires his composite bow at an Orc and 
misses. The next round he has two options f or reloading: һе can fire 
again with a -25 to his OB (normally 55), resulting in a missile attack 
on the Orc witha +300 B OR hecan spend the round reloading. He 
decides to spend the round reloading, and then in the third round he 
may fire with his full 55 OB. 


6.7 CONFLICTING ACTIONS 

Sometimes the actions of two or more characters may conflict, 
and the Gamemaster must resolve the problem. In general, both 
should make conflict rolls modified by their respective Movement 
and Maneuver bonus. The Gamemaster gives each roll a difficulty 
and obtains results from the Moving Maneuver Table (MT-1). Then 
the character with the higher of the two results succeeds, and the dif- 
ference between the two results gives the Gamemaster some idea of 
how successful he was, The same result by both characters means a 
draw of some kind, and the Gamesmaster must decide what hap- 
pens. These conflict rolls are just used as a measure of the effec- 
tiveness and quickness of a character's action and do not affect the 
action being attempted. 

One of the mosi common conflicts occurs when one character at- 
tempts to avoid melee with another. If a foe is adjacent to a 
character and attempts to maneuver away before melee occurs, the 
character who has chosen melee as his action may decide to attack 
that character before he maneuvers away. Both characters make 
conflict rolls. If the character who has chosen melee has the higher 
result, the attack is resolved normally and then the maneuver is 
resolved if the maneuvering character is still functionrng. 1f the 
maneuvering character's result is higher, he may perform his 
maneuver before the other character can attack. If there is a draw 
{equal results), it is suggested that the attacking character be allowed 
to melee with half of his Offensive Bonus (all of it if the other 
character cancels his maneuver action) OR he may wait and melee 
with all of his Offensive Bonus. 

if a character attempts to move within 10' of a character perform- 
ing an opportunity melee action (see Section 6.2), the meleeing 
character may intercept, stop the movement and attack. 


EXAMPLE: Jn thesampleadventurein Past 1 (рб) one Orc decides 
to flee out the main door of the tower past Droggo who was hiding 
with his weapon read y (opportunit ymeleestate). In thiscaseDroggo 
could automaticall y attack. Suppose however that the Orc is stan- 
dingnextto a window faced by Naug with a blood-stained battle-axe, 
who has obviously choosen melee attack as his action. The Orc has 
chosen to make a moving maneuver to leap out the window before 
Naug can attack. Naug tells the Gamemaster that he wants to attack 
before the Orc can get away. The Gamemaster rates Naug's conflict 
roll as "light" and the Orc's as a “medium”. Both Naug and the Orc 
have 0 Movement and Maneuver bonuses. 

The Orc rolls an 87, obtaining a result of "70" from the Moving 
Maneuver Table (MT-1). If Naug rolls a 56 orabove, he will attack 
the Orc, and if the Orcisstillable(good luck Orc) he willattempt his 
maneuver when movement is resolved. If Naug rolls a 40 or less the 
Orc will get to attempt his maneuver immediately, and if he makesit 
through the window Naug will be unable to attack (he ma ycancel his 
attack and take ¥: his normal movement). 1f Naug rolls between 41 
and 55, there isa draw. The Gamemaster decides that Naug may at- 
tack with ¥ his OB before the Orc makes his maneuver. Of course 
Naug ma yelect to wait and see if the Orc makes it through the win- 
dow (if the Orc blows it, Naug can waste him). 


Miscellaneous Tactical Facters 


55 


6.8 MISCELLANEOUS FACTORS 


There are a variety of things that come up during tactical situa- 
tions that cannot becovered in a set of rules. The Gamemaster must 
use common sense and a die roll (low is bad, high is good) to make a 
decision in such cases. Several techniques described below aid these 
decisions. 


8.61 ORIENTATION ROLLS 

If a character takes a confusing action (e.g., teleports, dives, falls, 
is knocked down, etc.), the Gamemaster may require an orientation 
roll (modified by the Perception Bonus of the character) to deter- 
mine the awareness and readiness of the character. The orientation 
roll can be made on the Moving Maneuver Table MT-1 with the 
result indicating how much action is allowed the next (or current) 
round, or by how much bonuses are reduced. 


EXAMPLE: The Orc ік the previous example successfully leaps 
through the window. The Gamemaster rates the orientation roll as 
“easy”, and then makes an orientation roll of 52, modified by the 
Orc's Perception bonus of + 5 for a total of 57. From Table MT-I a 
result of "90" is obtained. So any bonuses next round are reduced by 
100- 90 = 10, and any movement is 90% of normal. Of course, this 
same process is also used for player characters. 


a 
AWD. 


x 


6.82 8ASIC PERCEPTION ROLLS 


If something happens during a combat that might be noticed by 
the characters (e.g., the arrival of new combatants, a character 
sneaking up to ambush someone, etc.), the Gamemaster may re- 
quire a Perception roll from all characters who might notice it. 
These rolls are resolved on the Static Maneuver TableMT-2. Alter- 
natively, the Gamemaster may use the rolls to aid in making a sub- 
jective decision. 


EXAMPLE: /n thesampleadventurein Part I (p6) three Orcs climb 
the stairs onto the ground flooro fthe tower. Droggo is hiding next to 
the main door. The Gamemaster might allow Perception rolls for the 
Orcs to notice him. Droggo has made a successful Hiding static 
maneuver, so the Gamemaster rates the Orcs’ Perception rolls as "Ex- 
tremely Hard”, giving a modification of -30. The Orcs’ rolls are 23, 
57, and 133 (the last roll was a 98 with a second rollo f 35 added since 
the first was between 96 and 100); modified by the -30 and their 
perception bonuses of +5, the total rolls are -02, 32, and 108. The 
First Orc notices nothing (perhaps because Naug's crossbow bolt is 
about to kill him) and the second Orc notices nothing. The third Orc 
realizes that Naug, Agonar and Chinia Kari are in the tower and con- 
siders the possiblity of other opponents in hiding, but he does not see 
Droggo. If his roll had totalled 111 or higher, he would have seen 
Droggo. 


6.83 FACING 

The Gamemaster may wish to use some sort of mechanism (see 
Section 6.1) for keeping track of which way each character is facing, 
since it really helps determine what each character is aware of and 
what he is capable of doing. 
6.84 COMMUNICATION BETWEEN CHARACTERS 

When characters talk or planin the midst of combat, it is assumed 
that they are talking out loud and may be heard by their foes. ОГ 
course if they are close together they may speak softly or whisper. If 
along complicated discussion arises or a complex suggestion is made 
by one character to another, that should constitute their action for 
that round. 

1f a group of characters holds a discussion on what to do or where 
to go, the amount of reai time spent talking by the players should be 
treated by the Gamemaster as the time spent talking in the game by 
the characters. For example, if the group of players take 5 minutes 
to decide on how to enter a particular door, it will take 30 rounds of 
game time (30 rounds at 10 seconds a round equals 5 minutes). 
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7.0 SPELL LISTS, TABLES, AND RECORD SHEETS 


The Middle-earth Role Playing system contains anumber of lists, 
tables and sheets which are used to play the game and to aid the 
Gamemaster and players. The spelllists contain thedescriptionsand 
parameters of spells that certain characters may cast. The tables 
range from the tactical combat resolution tables to the strategic 
tables for weather, treasure and prices. The record sheets provide 
mechanisms for keeping track of information required for playing 
the game. 


7.1 SPELL LISTS 

Each spell list is organized with the spell list title at the top, 
followed by a summary of the spells on that list, andconcluding with 
the detailed descriptions and explanations of each spell. The 
descriptions of the individual spells are ordered according to the 
levels of the spells (levels 1 through 10). Each spell’s area of effect, 
duration, and range are listed in the summaries. A key to some ofthe 
abbreviations and notation used in the speil summaries and 
descriptions is provided below. 


ABBREVIATIONS: 

rd — round (10 seconds) 

min — minute (60 seconds or 6 rounds) 

hr — hour (60 minutes or 360 rounds) 

day — 24 hours (1440 minutes or 8640 rounds) 

" — inches 

"= feet 

mi — miles 

cu’ — cubic feet 

# x # x # — the physical dimensions of an area or object 
R — radius 

ТАМ — per level of caster 

— — Effect lasts only an instant 

* — Thespellis an instantaneousspelland any rolls required to cast it 


(i.e., attack rolls) are not modified because of the number of prepara- 
tion rounds taken. 

€ — Eitherthe spell requires concentration (see below) to cast or to 
control, or the spell will last as long as the caster concentrates. 

С — The spell lasts as long as the caster concentrates (see below). 


P — The duration of the spell's effects is “permanent” in the sense 
that the physical or mental condition created by the spell is real. The 
“permanent” condition created may be disturbed by another spell or 
natural physical forces. For example, Freeze Water will create a ^per- 
manent" condition of water being frozen, but the ice so created will 
melt normally. Similarly, anything *permanently" created or altered 
by a spell will deteriorate and disperse according to normal physical 
laws and properties. 
# 00 chance — This is the percentage chance of an event occurring. 
Roll 1 — 100 and if the roll is lessthan or equal to the # given, the event 
Occurs; otherwise, it does not. 


“time” / # pt of failure of RR — If a target fails a Resistance Roll 
(RR), the duration of the effect of the spell is increase by the "time" 
once for each complete increment of # points (pts) that the target 
failed to resist by. Suppose for example. a spell (Blinding) indicates 
“10 min / 10 pt of failure of RR”. If the target needed to roll a 50 to 
resist and rolled a 24, he would have failed to resist by 26 points or 
two complete increments of 10 points. Thus the target is blinded for 
20 minutes. 


SPELL PARAMETERS: 

Area of Effect: This is the scope of the spel!'s effects. Depending 
upon the spell, this can be the size and shape of thearea affected, the 
type of target, the number of targets, the mass affected, etc. For 
some spells the area of effect varies with the caster's level (e.g., 
10'R/lvl means a radius equal to ten feet per level of the caster). The 
areaor number givenis an upper limit and can be reduced if thecaster 
wishes. 

Duration: The duration of a spell determines how long the effects of 
the spell last. The duration can be only for an instant (— ), for a fixed 
amount of time (e.g., 1 min), for an amount oftime dependent upon 
the caster's level (e.g., 1 min/lvl), for as long as the caster concen- 
trates (C), or indefinite (P or varies). The duration given is an upper 
limit, and the caster may cancel one of his spells (before its duration 
has passed) by concentrating for one round. Canceling a spell will not 
always negate its effects (e.g., canceling a Wall of Fire does not do 
away with any burns which it may have caused). 


Range: The range of a spell is the distance that may separate the 
caster from the target of his spell or the direct effects of his spell. 
Typical ranges are: oniy on the caster himself (self), touching the 
target (touch), a fixed distance (e.g., 100"), or a distance dependent 
upon the caster's level(e.g., 10'/1vl). The range given is an upper limit 
and spells may be cast at a target (or take effect) at lesser ranges. 1f a 
spell has an area effect, thecenter (or the approximate center) of the 
area of effect must be within range, but part of the area effected may 
be outside the range. 


SPELL CLASSES: 

(E) — Elemental spell: These spells use the force of the spell to 
manipulate physical elements (heat, cold, wind, light, water, earth, 
sound, smell, taste, touch). These elements (and not the spell) are 
used toeither directly attack a target or toaffect the senses of a target. 
Since theelements are real, no Resistance Койѕаге normally allowed. 
Elemental attack spells and illusion spells fall into this class. 


(F) — Force spell: These spells involve the direct manipulation of 
matter, energy, the elements, or living being through the use of a 
speli's force. If the spellhasa target capable of resisting, it must make 
a Resistance Roll to see if it is affected by the spell. Most base attack 
spells fall into this class. 


(P) — Passive spell: These spells usually only indirectly or passively 
affect a target. Thus if a Resistance Roll (Gamemaster's decision) is 
allowed, its purpose is only to determine if the target is aware of the 
spell. Many detection spells and protection spells fall into this class. 
(U) — Utility spell: These spells only affect the caster, a willing 
target, or atarget incapable of resistance. Thus, Resistance Rolls are 
usually not neccessary. A willing target who is capable of resisting 
may still be required to make a Resistance Кой, but it is modified by 
-50. Most healing spells fall into this class. 
(I) — Informational spell: These spells involve gathering information 
through means that do not require any Resistance Rolls. 
NOTE: A target is capable of resisting a spell if it isa living 
creature OR if it is magical or enchanted OR if it has special 
properties which might resist the spell (Gamemaster’s deci- 
sion). 
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DEFINITIONS OF SPELL TERMS: И 

Animal — A living creature of feeling and voluntary motion, but 
not particularly intelligent, 

Being — Any intelligent creature, including al] humanoid types, en- 
chanted creatures, etc. 

Concentration — If a caster “concentrates”, he may not perform 
any action other than moving up to 10’ each round. Ifheis attacked 
and given hits, he must make an orientation roll to maintain con- 
centration. Concentration is automatically broken if the character 
is stunned orrendered unconscious. Certain spells (with a duration 
other than “C”) allow the caster to break concentration and then 
return to concentration later (e.g., most detect spells). 

Inorganic — Not of or deriving from living organisms (e.g., iron, 
copper, silver, water, glass, etc.). 

Organ — A differentiated part of an organism, adapted for a 
specific function (e.g., a liver is an organ, a heart is an organ, the 
musclesin a leg are not an organ). 


Organic — Of or deriving from living organisms (e.g., leather, 
bone, cotton, wool, etc.). 


7.11 OPENESSENCESPELL LISTS 


PHYSICAL ENHANCEMENT 
AREA 6FEFFECI DURATION RANGE 

1 —RFSIST HEAT 1 target 1min/vl n 
2--RESISTCOLB 1 target 1 min/s] 0 
3—SLYEARS 1 target lom — 00 
-4— BALANCE * 1 target varies w 
5—-NIGHT VISION 1 target 10тш/ 0, 
6—SIDEVISION 1 target Omini — 10 
7- “SOUNDING 1 target 10min‘) — 10 
8—WA TERVISION 1 target lómi/M| — 10 
9— WATERLUNGS 1 target lom 107 
10-GASLUNGS lranet lomia — 100 


1 — RESIST HEAT (U) Target is totally protected fromall natural heat to 200 
degrees F, and adds + 10 to RR's vs. heat spells and -1@to elemental heat and 
fire spell attacks. 

2- RESIST COLD (U) As Resist Heat, except protects against natural cold 
to -30 degrees F and modifies spells involving cold by 10. 

3-SLY EARS (U) Target’s hearing is augmented to double normal cffec- 
tiveness. 

4—BALANCE (U*) Adds +50 to any rolls for one slow maneuver (e.g., 
walking a 3” beam). 

5— NIGHT VISION (U) Target can see 100’ in normal darkness (e.g, night 
or dark rooms) as if it were daylight. Magical darkness will reduce this spell's 
effects. 

6—SIDEVISION (U) Target has а 300 degree field of vision, all around ex- 
cept for directly behind him. 

7—SGUNDING (U) Target's voice has its loudness tripled. This has no effect 
on spell casting capabilities. 

8— WATER VISION (0) As Nightvision, except target can see 100’ in water, 
even murky water. 

9— WATERLUNGS (U) Target can breathe water as if it were normal air, 
but he will be unable to function in air (he will pass out but not die). 
10-GASLUNGS (U) As Waterlungs, except target can breathe any gas asif 
it were normal air. 


ESSENCE HAND 
AREA OFEFFECT DURATION RANGE 
1—-VIBRATIONS uptosib 1 minvi je 
2— SHIELD * self 1 тізі self 
1 min 100° 
1 minal 100° 
- І 
upto201b 1 min/lvl 100 
-BLABETURN * 1 melee attack - 100 
“STAYING up 10206 1 minl 100° 
-TELEKINESIS c эрго201Ъ 1min/lvi 100 
10—AIMING * с 1 missile imd T 


1- VIBRATIONS (Е) Causes an object (up to $ Ib. mass) to vibrate rapidly; 
if fragile it may break (roll a RR). If it is an object that is being held, the 
holder must make a RR or fumble it (each round). 

2—SHIELD (F*) Creates an invisible force shield in front of the caster; it 
subtracts 25 from melee and missile attacks and functions as a normal shield 
(e.g. it is operated as if held by the caster) if thecaster is net already using 
one. 

3-STAYING (F) Exerts 5 Ib. of pressure on a person or object. Object can- 
not be moved by staying alone, and pressure can only be in one direction. 
4— TELEKINESIS (Е) @nc object can be moved (upto $1Ь, іп mass), 1'/sec- 
ond with no acceleration. Living beings oritemsin contact with a living being 
get anormal RR based on the living being. If the caster stops concentration 
before the duration is up, the object remains stationary as if it had “Staying” 
thrown on it. 

5—DEFLECTIONS (F*) Caster can deflect any one missile that passes 
within 100’ of him; this causes 186 to be subtracted from the missile's attack 
(missile must pass through caster’s field of vision). 

6— VIBRATIONS (F) As above, except mass limit is 28 Ibs. 

7- BLADETURN (€*) As Dellections I, except its effect is against 1 melee 
attack. 

8-STAVY! (F) As above, except mass limit is 20 Ibs. 

9 — TELEKINESIS (Р) As above, except mass limit is 20 Ibs. 

10 AIMING (E*) By concentrating on the mind of a missile firer and the 
flight of the missile, the caster causes + 50to beadded tothe attack roll ofthe 
missile. The caster must concentrate, touch the firer and see the missile for 
the emire round that the missile is fired. 
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UNBARRING WAYS 
AREA OF ESFECT DURATION RANGE 
I lock - 100" 
1 door 1 min/lvl touch 
1 lock - touch 
Hock - touch 
5--TRAPLORE lirap - touch 
6—-DISARM I I trap - touch 
7—-JAMMING 1 door P 50 
3—WEAKENING 1 door P 50 
9—-OPENING IL 1 lock - touch 
10-UNDOOK 1 door P w 
1— LOCK (F) Caster can cause any lock he can see within 100’ to be locked 
(the lock is just normally locked and can be unlocked normally). 
2—MAGIC LOCK (F) A door (or container) can be magically “locked”; the 
door can be broken normally or the spell can be dispelled but otherwise the 
door cannot be opened. 
3— LOCKLORE (I) Gives the casier a + 20 modification on picking thelock 
analyzed, and + 10 to anyone to whom he describes the lock. 
4— OPENING 1 (F) When cast on a lockthereis a 20% chance a normal lock 
ill open, and a 45% chance that a ‘Magic Lock’ will open (failure means 
there is a 10% chance of setting off attached traps). Rolls are open-ended, 
and the quality of the lock may modify the roll. 
S— TRAPLORE (I) As Locklore, except that it applies to disarming traps. 
6— DISARM I (F) As Opening 1, except itschancesapply todisarming traps. 
7—JAMMING (Р) Causesadoorto expand and jamintoits frame (roll 1-100 
for severity, ranging from slightly stuck to unopenable.) 
8— WEAKENING (F) Reduces the inherent strength of a door by 50%. 
9— OPENING И (F) As Opening I, except chances are40% for normal locks 
and 90% for a "Magic Lock". 
ILLUSIONS 3 10—UNDOOR (F) Will vaporize a non-magic door up to 6" thick, 10° high 
AREA OF EFFECT DURATION and 10’ wide (if thedooristhicker than 6" it will vaporize 6"). Doors made of 
1--SOUNDMIRAGE юк. 10 min/vl special material will get a RR. 
2 1 target max 24 hr 
E 10R 10 mio/lvl 
4- t target max 24 hr 
5 тк 10 mit 
Н on 70 SPELL WAYS ts 
8— -INVISIBILITY 10'R max 24 hr AREA OF EFFECT DURATION RANGE 
9—-ILLUSION Ш varies varies varies [—-SPELL STORE 1 spell varies self 
10-РНАМТАЅМ ll c varies varies varies 2— CANCEL ESSENCE *c self c self 
۴ 5 { Р Я 3—-RUNE 1 1 sheet varies 7 touch 
1—SOUND MIRAGE (E) This illusion creates any set of simple immobile 4—CANCELCHANNEL.*c sell s zr 
sounds conuing from an area of up to 10'R. It can dampen normal sounds in 5—RUNE IL no aer touch 
the area to the loudness of a normal conversation. 6—-DISPEL ESSENCE * юк с seit 
2— UNSEEN (E) A single object (or being) is made invisible (1 garment, 1 1 sheet varies touch 
naked body, etc.) until 24 hrs. passOR the object isstruck by a violent blow не DIST EL CHANNELING" ipe c self А 
« i 5 : d EX sheet varies touc 
(being hit bv a weapon, falling, etc.) OR the object (or being) makes an at o ME Meee i ms Io 


tack. 

3- LIGHT MIRAGE (E) This illusion creates any simple immobileimage or 
scene in an area of up to 10'R. lt сап dampen normal light in the area to the 
brightness of candlelight. 

4—INVISIBILITY (E) As Unseen, except everything within 1' of the target 
is invisible as long as it starts and remains within the ГК. 

5- TASTE/SMELL MIRAGE (E) Creates any set of simple immobile tastes 
or smells in an area of up to 10’R. It can dampen normal tastes and smells in 
the area. 

6~ ILLUSION И (E) This illusion creates a simple immobile image or scene 
up to an areaof 10°R. One of the following options may also be chosen: a) an 
extra sense can be added to the illusion (the corresponding “Mirage” spell 
must be known) OR b) the duration can be doubled OR c) the range can be 
doubled OR d) the radius of effect can be doubled. 

7—PHAATASM І (E) This illusion creates the image of one object or being, 
that will move however the caster wants while he concentrates. When the 
caster stops concentrating the image remains, but stops moving (the caster 
can resume concentration later and resume moving the phantasm). The im- 
age can be any size that would fit in a 10'А sphere. 

&— INVISIBILITY (E) As above, except the radius is up to 10’. 
9—ILLUSION Ш (E) As Illusion 11, except TWO options are allowed. 
10 —PHANTASM H (E) As Phantasm 1, except oneof the optionsfrom Illu- 
sions 11 may also be chosen OR two images can be created and moved (both 
images must be within the caster’s field of vision). 

NOTE: These spells actually create a physical change which affects the 
senses, No RRS are required or allowed. Detection of the use of these spells 
can only be accomplished through the use of other spells, the use of a sense 
other than the sense(s) affected by the illusion, or a perceptien roll based on 
how believable the illusion is, 


1—SPELL STORE (U) Caster may cast this spell in addition to, and just 
before, the spell he wants to store; then the stored spell may be cast at any 
time, with no penalty. The Storing spell costs the same number of power 
points as the spell stored andno other spelimaybecast while a spell is stored. 
2—CANCEL ESSENCE (F*) This spell helps protect the caster from Essence 
spell attacks. When the Cancel Essence caster is attacked by a spell of the 
Essence realm, the attacker must makea RR against the Cancel Essence spell. 
If the attacker's RR is successful, the attack spell proceeds normally, Other- 
wise, the attack spell has no effect. 

3 RUNE I (E) This spell inscribes a spell on a specially prepared piece of 
paper (called rune paper); the rune can then be used to cast theinscribed spell 
once (using the normal procedure for castingspells). The caster must cast the 
Rune spell and then the spell to beinscribed. Rune I can only inscribe Ist level 
spells. The rune paper can be reused. 

4—CANCEL CHANNELING (F*) As Cancel Essence, except only Chan- 
neling spells are affected. 

5—RUNE H (F) As Rune 1, except Ist-2nd М spells may be inscribed. 

6— DISPEL ESSENCE (Е*) As Cancel Essence, except dispelling effect is in 
a IO'R about the caster and any already existing spellsin the radius must save 
(with a +30 modification) or be canceled, 

7— RUNE Ш (F) As Rune I, except Ist-3rd Ivl spells may be inscribed. 
8—DISPEL CHANNELING (F*) As Dispel Essence, except only Channel- 
ing spells are affected. 

9.- RUNE У (F) As Rune I, except 160—501 ІМ spells may be inscribed. 
10—SIGN OFSTUNNING (F) Inscribes а “Sign” ona non-mobilesurface. A 
Sign can be triggered by one of the following (decided by caster): after a 
chosen period of time, certain movements, certarn sounds, touch, reading, 
etc. Stuns the triggering victim for 10 min/lQ pt of RR failure. 
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ESSENCE’S WAYS 
AREA OF EFFECT DURATION RANGE 

1--DETECTESSENCE c. SR t min/Ivt 100 
2—TEXT ANALYSIS I c text 1 min/lvl self 
3—-DETECTCHANNEL.c SR 1 min/lvl 100 
4—DETECT INVISIBLE c SR 1min/Ml 100° 
5—-DETECT TRAPS c SR 1 min/lvl 100 
6—-ТЕХТ ANALYSIS Пс text 1 min/lvl self 
7—DETECT EVIL с SR t min/ivl 
8--LOCATIONc 1 target 1 min/tvl 100 
9—-PERCEIVE POWER с SR 1 апл 100 
10-DELVING litem = touch 


1—DETECT ESSENCE (P) Detects any item or active spell from the Essence 
realm; each round caster can concentrate on апу 5'R area within the range. 
2—TEXT ANALYSIS I (I) Caster can read text written in an unknown 
language, but only understands basic concepts from it. 

3—DETECT CHANNELING (P) As Detect Essence, except realm is Chan- 
neling. 

4—bETECT INVISIBLE (P) As Detect Essence, except detects invisible 
things; all attacks against an invisible thing so detected are modified by -50. 
No attack can normally be made without some form of detection. 
5—DETECT TRAPS (P) As Detect Essence, except it gives a 75% chance of 
detecting a trap (certain traps may receive modifications to this chance). 
6—TEXT ANALYSIS If (I) As Text Analysis I, except gives a complete 
technical analysis (vocabulary and syntax) but not an understanding of 
idioms (jargon), subtle implications or cultural references. 

7 - DETECT EVIL (P) As Detect Essence, except detects if a being or item is 
evil OR if an item was created by evil OR ifanitem was used by a very evil per- 
son for an extended period. 

8—LOCATION (P)Givesthedirection and distance of any specificobjector 
place that the caster is familiar with OR has had described in detail. 
9—PERCEIVE POWER (P) As Detect Essence, except it will give an 
estimate of the power (level or potency) of the person or item that casted the 
spell examined. 

10— ELVING (I) Gives sign; ficant details about an item’s construction and 
purpose (not specific powers). 


SPIRIT MASTERY 

AREA OF EFFECT DURATION RANGE 
1—SLEEP V varies varies jw 
2—CHARM KIND 1 target Thr/ivt w 


-EEP VIL varies varies 


C@NFUSI@! 1 target varies 100" 
5--SUGGESTION 1 target varies 10 
varies varies 100° 
Л I target с 1007 
8— MASTER @PKIND 1 target 10 min/Ivl 50° 
9—TRUECHARM 1 target 1 hr/lvl 100" 
10-@UEST 1 target varies 10" 


1 —SLEEP V (Р) Causes target(s) to falt into a natural sleep; the total number 
oflevels that can be affected is 5 (e.g. five level 1 targets; one lcvcl4 target and 
one level I target; two level 2 targets and one level 1 target; etc.). All targets 
must be in caster's field of vision. 

2— CHARM KIND (F) Target (which must be humanoid) believes caster is a 
good friend. 

3-SLEEP VII (F) As Sleep V, excepta total of 7 levels can be affected. 
4— CONFUSION (F) Targetisincapable of making decisions or initiating ac- 
tion for 1 rnd/5 pt of RR failure. The target may continue lo fight current 
foes or act in self-defense 

5 — SUGGESTION (F) Target will follow a single suggested act that is not 
completely alien to him (e.g., he will not commit suicide, blind himself, ete.). 
6— SLEEP X (Р) As Sleep V, except a total of 10 levels may be affected. 
7—HOLD KIND (Р) Humanoid target is held to 25% of normal action for as 
long as the caster concentrates. 

8— MASTER OF KIND (Р) Target must obey caster as in Suggestion for the 
duration of the spell. Caster may employ any number of non-alien sugges- 
tions. 

9— TRUE CHARM (F) As Charm Kind, except any sentient creature may be 
affected. 

19—QUEST (F) Target is given one task; failure results in a penalty deter- 
mined by the Gamemaster (task must be within capabilities of target). The 
penalty should bea minor handicap; such as a drop in stats OR a phobia (e. g., 
fear of spiders, fear of water, ctc.) or some other mental illness OR a physical 
disability (e.g, a limp, rheumatism, scars, etc.). 


ESSENCE PERCEPTIONS 
AREAOFEFFECT DURATION RANGE 
FAMILIAR Ttarget P touch 
PRESENCE 1 *c JR 1 алм self 
LISTEN c varies 1min/M 10 
4— PRESENCE I11*c 30R 1 rnd/lvl self 
LONG EAR с varies 1 min/lvl 100" 
6—WATCH c vaties Ymín/Ivl 10 
7—-LONG EYE c vaties 1 min/tvt 100° 
8—-@BSERVE c varies 1 min/lvl 100° 
9—-PRESENCE v SOR 1 алм self 
10—TELEPATHY с 1 target 1 а/м 10 


1—FAMILIAR (P) The caster can attune himself to a small animal (to be 
called his familiar). The caster must obtain the animal (can be no more than 
10% of caster’s own mass) and cast the spell on the animal once/day for I 
week (concentrating for 2 hrs/day). Thecaster can then control the familiar 
and view the world through its senses by concentratrng on it (must be within 
50'/1v1). If the animal is killed the caster will be at -25 for all actions for 2 
weeks. 

2— PRESENCE (P*) When he concentrates, caster is aware of the presence 
of all sentient/thinking beings within 10’; i.c., the caster knows where they 
are. He also gets a feeling of which are intelligent and which are animals. 
3— LISTEN (U) Caster can pick a point upto 10’ away, and aslongashe con- 
centrates he will hear as if he were at that point (there can be interveningob- 
jects such as walls). He maystop concentrating and later continue as long as 
the duration of the speli has not expired. 

4— PRESENCE Ш (P*) As Presence І, except that the radius of awareness is 
30'. 

S—LONG EAR (U) As Listen except that caster's point of hearing may be 
moved independently up to 100” away (moves at 10'/rnd), if he is physically 
able to go there (i.e., he could not send his point of hearing through walls or 
closed doors). 

6— WATCH (U) As Listen, except the caster sees from the fixed point (it can 
rotate). 

7- LONG EYE (U) As Long Ear, except the caster sees from the moving 
point (it can rotate). 

8— OBSERVE (U) As Listen and Watch, excepl caster can listen and watch at 
the same time and the range is 100°. 

9—PRESENCEIII (P*) As Presence I, except that the radius of awareness is 
50’ 
10— TELEPATHY (P) Caster can read the surface thoughts of one target. If 
thetarget makes a RR by more than 25 he realizes what is happening. 
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7.12 SPELL LISTS FOR MAGES ONLY 


EARTH LAW 
AREA OF EFFECT DURATION ВАСЕ 

1—ENCHANIED ROPE c опе repe с елы 
2—-1ООЗЕМ EARTH 100 cu" P 100” 
3— CRUSH STONE 2x2" - rd 
4— EARTHWALL 10°x10"x1.5° 1 min/s. 100 
S—-CRACKSCALL 1008 cu” - 100° 
6—STONEWALL 10x10'xi^ 1 min/ivh 19 
7— STONE/EARTH 100cu" P 108 
8—-EARTHWALI TRUE lOx10'xl* P 100° 
9—-EARTH/MUD 100 cu” P 100° 
10—EARTH/STONE 190си’ Р 10% 


1- ENCHANTED ROPE (Р) If caster holds one end of a rope he can cause 
the rope to move up to its length (within the range) in any direction and to tie 
itself in knots (it cannot attack or tie up a moving or active being). 
1—LOOSEN EARTH (Е) Loosens 186 cu’ of earth to the consistency of 
plowed ground, 

3— CRUSH STONE (F) Crushes a stone or section of stone (up to 2'x2 x2") 
to the consistency of a powder. This includes non-enchanted stone and gems. 
If a maneuver roll is made, this spell can affect sling stones. 

4- EARTHWALL (Е) Summons a wall of packed earth up to 10 xIO'x(3' at 
base, 1’ at top); must rest on solid surface. can be dug through at the top in 
10 man-rounds. 

$—CRACKS CALL (F) Any already existing cracks or flaws in a section of 
inanimate material (up to 10°x10°x10') will extend to their limit. 
6-STONEWALL (E) As Earthwall, except wall is up to I0'xlOx1' ofstone 
and it has the durability of normal stone. 

7-STONE/EARTH (F) Changes 100 cu’ of normal stone to packed earth; 
change is gra dual and takes 3 rnds. 

8- EARTHWALE TRUE (E) As Earthwall, except duration is permanent. 
9 -ЕАВТН/МОР (Р) As Stone/Earth, except changes earth to soft mud. 
10—EARTH/STONE (Р) As Stone/Earth, except changes packed earth to 
solid stone and loose earth to gravel, 


ICE LAW 
AREA OF EFFECT DURATION RANGE 

1—-FREEZE LI@UID с 1 w/v] P 10 
2--COOLSOLIDC 1 а/м 2ahr 10 
3~-WALL OFCOLD 10'x10"x1" 1 rnd/lvl 100 
4--COOL AIRC 1000 cu’ lvl 1hr - 
5— CHILL SOLID c mv 1hr w 
6--ICE BOLT 1 target - 100 
7--COLDBALL (20) 20R 100° 
8— WALLOFICE 10*10'xl" P 100" 
9~-CALLCOLD 2052020" 1 rnd/lvl 10" 
10-CIRCLEOF COLD 20°R20'x" 1 rnd/lvl self 


I—FREEZE LIQUID (F) Any inanimate liquid (1 cu’/Ivl) can be cooled to 
freezing at a rate of 1 cn’/rnd of concemration (temp. cannot be lower than 
-30 degrees F). 

2—COOL SOLID (F) Any solid, inanimate, non-metal material (1 cu'/1v1) 
can be cooled to -20 degrees Р at a rate of 1 cu’/rnd of concentration. 
3—WALL OF COLD (E) Creates a transparent wall of intense cold (up to 
10°Х10'х17). anyone passing through takes an “А” cold critical (no RR). 
4—COOL AIR (E) The temperature of the air іп an enclosed area may be 
lowered at a rate of 10 degrees F perround of concentration (to a maximum. 
of -20 degrees Р). When the concentration ceases the air will warm normally. 
5—CHILL SOLID (F) As Cool Solid, except material can be cooled to -200 
degrees F, at a rate of -100 degrees/rnd of concentration. 

6— ICE BOLT (E) A bolt of iceis shot from the palm of the caster; results are 
determined on the Bolt Attack Table. 

7—COLD BALL (E) A l’ball of cold is shot from the palm ofthecaster, itex- 
plodes at a point chosen by thecaster to affect a 20'К area; results are deter- 
mined on the Ball Attack Table. 

8—WALL OF ICE (Е) Summons a wall of icc up to 10°x10’ (2’ at base, I’ at 
top); it must be affixed to a solid surface. It can be melted (wall takes 100 
hits), chipped through (50man-rounds) or toppled (if one endisnot against a 
wall). 

*—CALL COLD (E) AsCall Flame on the Fire Law list, except that it creates 
а cube of cold (up to 20'x20'x20) that delivers cold criticals. 

10—CIRCLE OF COLD (E) As Wall of Cold, except the “wall” is up to 20° 
high and forms a circle (upto 20'R and I’ thick) with the caster at thecenter (it 
is non-mobile). 


LIGHT LAW 
AREA OF EFFECT DURATION RANGE 

I—PROJECIEDLIGHTc  $0'beam 10 min/l self 

2 1 target - 100 
3 WR 10 тли touch 
4 IR 10min/vl — 109 
5—SUDDEN LIGHT WR ES 100 
6—DARK 10 10minAvl ош 
7—-LIGHT V c SOR 10 min/lvl touch 
8—SHOCK BOLT 1 target = 300" 
9--DARKe SOR lOmi/v| touch 
10- LIGHTNING BOLT 1 target - 100" 


I-PROJECTED LIGHT (F) A 50 beam of light (like a flashlight) springs 
from the caster's palm. He can turn it on or off by opening or closing his 
hand. 

2—5НОСК BOLT (Е) A bolt of intense, charged light is shot from the palm 
of the easter; results are determined on the Bolt Attack Table. 

3- LIGHT 1 (F) Lights a 10°R area about the point touched. 

4—SHADE (F) All shadowsand darkness in a 100’ radius around the chosen 
center point deepen, aiding hiding by +25. 

5—SUDDEN LIGHT (F)Causesa 10'К burst of intenselight, all those inside 
the radius are stunned 1 rnd/5 pt of RR failure. 

6— DARK (F) As Light, except that а 19'К ef darkness results. It is the 
equivalent of a dark, moonless night. 

7—LIGHT У (F) As above, except radius can be varied up to 50’ (the size of 
the radius can be changed by concentrating I round). 

8—SHOCK BOLT (E) As above, except range is 380". 

9—IDARK (F) As above, except radius can be varied up to 50' (asin Light V). 
10— LIGHINING ВОЈТ (E) As Shock Bolt, excepta Lightning Bolt is shot. 


FIRE LAW 

AREA OF EFFECT DURATIO! RANGE 
1—-BOIL LIQUIDe 1см Р w 
2--WARMSOLIDe 1 eu /lvl 24 10" 
3—WOODFIRES IR - r 
4— WALL OF FIRE J9'x10x6" 1 пайм 100° 
5—-IIEATSOLIDe lew/Ml thr 10" 
6— FIRE BOLT 1 target - 100 
7— CALL FLAME 101018 1зта/м 40" 
8—-FIRE BALL JOR - 100 
$—-AURA OF FLAME t object 1 md/lvl touch 
10—CIRCLE AFLAME. WR 1 md/lv! self 


1 — BOIL LIQUID (Е) Any inanimate liquid (1 cu’/lvl) can be heated to boil- 
ing at a rate of 1 cu'/rnd of concentration. 

2— WARM SOLID (Р) Any solid inanimate, non-metal material (1 cu’/tvl) 
can be warmed to 180 degrees F at a rate of 1 cu’/rnd of concentration. 

3 WOODFIRES (Е) Causes any wood (or any inanimate organic material) 
that the caster chooses within ? of caster’s palm to ignite and start burning. 
4—WALL OF FIRE (E) Creates an opaque wall of fue (up to 10'xI0'x6"). 
One end must rest ona solid surface. Anyonepassing throughit takes ап “А” 
heat critical (NO RR). 

5 -НЕАТ SOLID (Р) As Warm Solid, except material can be heated to 500 
degrees at a rate of 100 degrees/rnd of concentration. 

6—FIRE BOLT (E) A bolt of fireis shot from the palm of the caster; results 
are determined on the Bolt Attack Table. 

7—CALL FLAME (Е) Creates an opaque cube of flame (up to 10°х10°х10°); 
it takes 1 complete rnd of concentration for the cube to formand become ef- 
fective, One side must rest on a solid surface. Anyone init or passing through 
takes an “A” heat critical (NO RR). 

8— FIRE BALL (E) A !’ ball of fire is shot trom the palm of the caster, it ex- 
plodes at a point chosen by the caster to affect a 10'К area; results arc deter- 
mined on the Ball Attack Table. 

9— AURA OF FLAME (E) The caster may touch one object (that takes up an 
area of up to a S'R) and create an aura of flame around it. The flame will not 
affect the caster or the holder of the object (if any), but anyone clse touching 
the object will take a “B” heat crit. If cast on a weapon and the weapon is used 
to deliver a normal critical, the weapon will also deliver a “B” heat crit. 
10—CIRCLE AFLAME (E) As Wall of Fire, except the“wall” is 10’ high and 
forms a 10’ R circle (6" thick) with the caster at the center (it is nonmobile). 
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LOFTY BRIDGE 


AREA @F EFFECT DURATION RANGE 
1—-LEAPING * 1 target 1та 100' 

1 target until lands 100" 

1target - 10 

1 target 1 mint 10 

1 target. lmin/lvl 10° 

Ed 1 там touch 

1 target 1 min/vl 10 

L target - v 
S— LEAVING (300) 1 target = 10 
10 TELEPORT A target - 10 


1—LEAPING(U*) Allows the 1arge1 10 leap SO’ laterally or 20' vertically (or 
some combination of lateral and vertical movement) in the round that the 
spell was cast. 

2—LANDING (U*) Allows the target toland safely in a fall up to a distance 
equal to20'per level of caster, and to take thal distance offthe severityofany 
longer fall (e.g., a 2nd level caster could reduce theeffects of a 50’ fall to a 10^ 
fall). 

3—LEAVING (U) Caster teleports target to a point up to 100’ away, but 
therecan be no intervening barriers in adirect line between the target and the 
point (for these purposes a barrier is anything he could not physically go 
through; closed doors and bars are barriers; a pit is no1). 

4—LEVITATION (U) Allows target to move up and down vertically at a rate 
of up to 18’/rnd; horizontal movement is possible only through normal 
means. 

5— FLY (U) As Levitation, except target can fly (move horizontally and ver- 
tically) at a rate of up to 75'/rnd (or $ MPH). 

6— PORTAL (U) Opens a portal 3'x6'x3' in anysolid surface, through which 
anyone or anything can pass. The surface appears unaffected but shimmers 
slightly (a perception roll would be necessary to notice it). 

7 —FLY (U) As above, except target flies at a rate of up to 150'/nd. 
8—LONG DOOR (U) As Leaving, except caster can pass through barriers by 
specif ying exact distances. 

9— LEAVING (U) As above, except target can be moved up to 300". 

10— TELEPORT (U) As Long Door, except movement rangeis 10miles/Ivl. 
Thisspellis very risky. Thecaster has the following chancesfor error (target 
arrives off-center): Never seen place but have description and loca- 
tion =50%; visited briefly for 1 hr. =2590; lived in 24 hr.— 10%; lived in 1 
week= 1%; hved in 1 yr. = 03%, Incase of error: first determine direction of 
error (randomly), then determine distance of error (make an open-ended roll 
for number of feet). 


WATER LAW 

AREA OFEFFECT DURATION RANGE 
1— CONDENSATIONc - P teuch 
2—-FOO CALL юл Р 107 
3—WATERWALLc 10x10*1* c 100 
4— WATER BOLT larger - 100° 
5—-UNFOG WWR P 100° 
6—-CALM WATERc 100'r б 10 
7—WATERWALL TRUE 10101, 1 min/lsl 100" 
8—CLEAN WATER 1000 cu'/ivi P 100" 
9— WATERBOLT 1 arget = 300° 
10—CALL RAIN 100R/1v1 10 min/lsl ДД 


1— CONDENSATION (F) Condenses 1 cu’ of water from the surrounding 
air; takes between 1 rnd in the most humid areas and 10 min. in the driest 
desert. 

2—FOG CALL (F) Creates a dense natural fog within the radius of effect. 
The fog obscures vision and subtracts 50 from all missile attacks which must 
pass through it. 

3—WATERWALL (E) Creates а 10°x10'x!" wall of water, all movement 
through requires a maneuver гой modified by -40. Attacks through it are 
modified by -80. 1t must be affixed to a solid or liquid surface. 

4— WATER BOLT (E) A bolt of water is shot from the palm of the caster; 
results determined on 1he Bolt Attack Table. 

5—UNFOG (Р) Disperses fog in an area up to the radius of effect. 
6—CALM WATER (Р) Water within radius is calmed; waves are cul by 20'in 
center and less towards the perimeter. 

7- WATERWALL TRUE (E) As Waterwall, except caster need not concen- 
trate and the duration is 1 min/lvL. 

8—CLEAN WATER (F) Removes all sediment and dissolved substances 
from a volume of water up to 1080 cu'/lvl. 

9— WATER BOLT (E) As above, except range is 300’. 

10— CALL RAIN (F) If there are clouds in the sky, it rains outdoors for the 
duration of the spell. 


LIVING CHANGE 
AREA OF EFFFCT DURATION RANGE 

1~-RUN* target mint’ 10 
PEED I* 1 target 1 md w 
SELF SIZE CHANGING self 1min/Ni self 
PRINT * 1 target Omini 10 
5--СНАМОЕ OF KIND 1 target Omina — 10 
ASTE 1* 1 target 1 md 10 
PEED Ш * Varies varies 10 
8—FAST SPRINT * 1 target mint — 19 
9—SIZECHANGING Target lomn/d — 
10-HASTE III * varies varies w 


1—RUN 1 (F*) Target may run (2x walking pace) without tiring, but once he 
stops or performs some other action the spell is canceled. 

2—SPEED 1 (F*) Target may act at twice his normal rate (200% of normal 
activity), but immediately afterwards must spend a number of rounds equal 
to the rounds speeded at half rate. 

3—SELF SIZE CHANGING (Р) Caster may shrink to % his normal mass 
(height in normal situations); there is no decreasein his strength, Caster may 
also enlarge to %4 his normal mass, and there is no increasein his strength (ex- 
cept for movement purposes). 

4—SPRINT (F*) As Run |, except target may move at 3x walking pace. 
S—CHANGE OF KIND (Е) Caster can alter target’s form tothe form of any 
desired humanoid race, the target's mass cannot change by more than 10%. 
6— HASTE 1 (F*) As Speed I, except no half rate penalty round follows the 
haste round, 

7— SPEED III (F*) As Speed 1, except duration is 3 rounds for 1 target OR 2 
rounds for L target and 1 round for 1 other target OR any olhercombination 
of targets and rounds that total 3 rounds of speed. 

8—FAST SPRINT (F*) As Run 1, except target may move at 4x walking 
pace. 

9—SIZE CHANGING (Р) As Self Size Changing, except mass change is 
limited to 10% of his mass/lvl and it can be cast on any material that is living 
or was once living. 

10— HASTE Ш (F*) As Speed 111, except по half rate penalty rounds follow 
the haste rounds. 


WIND LAW 
AREA ОҒ EFFECT DURATION RANGE 
1— BREEZE CALLc Wcone ) rnd/ivl self 
2—-AIRWALL¢ 10'x10'x3" с 100° 
CONDENSATION ¢ у v Ts 

TUN CLOUD SR 6md 10" 

IRSTOPc юк с 100° 
6—STUN CLOUD lor бта E 
7— VACUUM SR = 100 
8--AIRSTOPc 20R с ое 
9--STUN CLOUD 20R бта E 
10-DEATHCLOUD SR 10гпа 10 


1—BREEZE CALL (F) Causes aswirling breeze toarisef rom around his per- 
son which will blow in a set direction. lt drives away auy suspended or 
gaseous matter (dust, clouds. etc.) and subtracts 30 from all missile attacks 
passing through it. The breeze affects a 20’ cone (caster at tip, 20' at base). 
2— AIRWALL (F) Creates a transparent 10'x10'x3’ wall of dense churning 
air, allmoverentthrough it requires amaneuverroll with a-25 modification. 
Attacks through it are modified by -50. 

3 – CONDENSATION (Е) Condenses 1 cu’ of water from the surrounding 
air into the cupped hands of the caster (he may allow the water to overflow in- 
10 a container held under his hands). The caster must concentrate while the 
water condenses; it takes 1 rnd in the most humid climates and 10 rounds in 
the most dry climates (in between elsewhere). 

4—STUN CLOUD (F) Creates a 5'R cloud of charged gas particles: delivers a 
"C" electricity critical on 1st and 2nd rounds, a “B” on rounds 3 and4, and an 
“A” on rounds 5 and 6, It drifts with the wind and affects all within its radius. 
RR's are allowed. 

5— AIRSTOP (Е) Cuts all generalized ait movement (i.e., wind) by up to 30 
MPH in a IO'R. 

6—STUN CLOUD (Е) As above, except radius is 10’. 

7— VACUUM (Р) Creates a $'R near-vacuum. All in radius take a“B”impact 
critical, as air leaves and rushes back in. RR's areallowed. 

$— AIRSTOP (F) As above, except radius is 20’. 
9—STUN CLOUB (F) As above, except radius is 2 
10—DEATH CLOUD (F) As Stun Cloud, except radius is 5'R: delivers an 
“E” on rounds 1 and 2, a “О” оп rounds 3 and 4, a "C" on rounds 5 and 6, a 
"B" on rounds 7 an 8, and an ^A" on rounds 9 and 10. 
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CONTROLLING SONGS 
AREA OF EFFECT DURATION RANGE 

1—-CALM SONG с 1 target € w 
2— HOLDING SONGe 1 target. € E 
3+-STUNSONGe target c E 
4— SILENT SONG ft I target [3 
5—-51.ЕЕР SONG c Главе. с 50° 
6—-CHARM SONG с 1 target c 50° 
7—FEAR'SSONGc 1 target с E 
8--CALM SONG TRUEc. 1 target varies 50 
3—STUN SONG TRUEc 1 target varies E 
10-FORGETTING SONG 1 target P ж 


Т- CALM SONG (F) Target is calmed and cannot take any aggressive (of- 
fensive) action, while the caster plays/sings (requires concentration) and 
keeps the target within sight or within the spel?'s range. 

2- HOLDING SONG (F) As Calm Song, except target can only take 25% of 
normal action, 

3—STUN SONG (F) As Calm Song, except target is stunned. 
4—SILENCE SONG (Р) As Calm Song, except target may not speak. 
S—SLEEP SONG (F) As Calm Song, except target falls into a light sleep. 
6—CHARM SONG (F) As Calm Song, excepttarget believes aster is a коой 
friend, and if the caster plays/sings for atleast 3 rounds theeffect ofthe spell 
lasts for 10 minutes after the caster stops. 

7 — FEAR'SSONG (Р) As Calm Song, except target fears caster andattempts 
to get away from him. 

8—CALMSONG TRUE (F)AsCalm Song, except thal after thecaster stops 
playing/singing the effect will continue for the number of rounds the caster 
has already played/sung (e.., if the caster sings for 3 rounds then after he 
stops the target will remain calm for 3 more rounds). 

9—STUN SONG TRUE (Р) As Calm Song True, except target is stunned. 
1@— FORGETTING SONG(F) Target will forget what transpired in a cer- 
tain period of timespecified by thecaster (within | day/lv). The lengthof the 
time period is equal to the amount of time the caster plays/sings. 


ITEM LORE 
AREA OF EFFECT DURATION RANGE 

1—-JEWEL/METAL ASSESS. 1 object - touch 
2 1 object - touch 
3 1 object - touch 
4—. ITEM ANALYSIS 1 object - touch 
5— ASSESSMENT TRUE 1 object - touch 
6 1 object - teuch 
7 1 object - touch 
8 1 object - touch 
9--ITEM ANALYSIS I 1 object - touch 
10- HISTORY 1 object - touch 


I-JEWEL/METAL ASSESSMENT (l) Caster can assess the value of 
jewels and metals to within 107o for any market he desires (allows him to 
calculate different values for the different cultures he is familiar with.) 
2-I1EM ASSESSMENT (I) As Jewel & Metal Assessment, except any 
crafted item may be assessed (the magic capabilities are not included). 
3-DETECT POWER (1) Detects power (enchantment) in an item: also gives 
the realm of power and an estimate of how powerful it is. 

4 -1ТЕМ ANALYSIS I (I) Caster has a 10% chance for each ability of deter- 
mining what enchanted abilities the item has. This includes all bonuses and 
spells; roll once for each. Initially, a character may only cast this spell onceon 
a given item; however, each time the character goes up a level he may castthis 
Spell again on the item, 

S—ASSESSMENT TRUE (I) As ltem Assessment, except anything can be 
assessed, such as livestock, houses, boats, etc. (magical abilities arestill not 
assessable). 

6 —SIGNIFICANCE (1) Determines if the item examined has any cultural or 
historical significance, and gives a rough idea of what significance. 

7 — DETECT CURSE (I) Detects if an item has a curse on it, and it gives an 
image of the person who cursed the item. 

8—ORIGINS (I) Gives the race and nature of the being who made the item, 
and when and where it was made (within 100 miles and 100 years). 

9— ITEM ANALYSIS II (I) As Item Analysis L, except thereis a 20% chance 
for each ability. 

10 HISTORY (I) Gives the caster a random vision of some past event that 
the item was present at. The chance of obtaining a specific event is Ls if the 
age of the item is over 99у ears; otherwise, the chanccis (100 - the item's agein 
years). 


LORE 
AREA OF EFFECT DURATION 

1-STUDY Ic self с 
2-LEARNLANGUAGE Ис self с 
3- LANGUAGE LORE 1 text - 
4— MIND'S LORE | 1 target іта 
S-STUDY Ic self с 
&—INTERPRETING EAR с 1 speaker € 
7—LEARN LANGUAGE Ille self с 
8-MIND'S LORE Ш 1targer Lind 
9-STUDY Шс self с 
10— PASSAGE ORIGINc self € 


1- STUDY I (U) When concentrating with this spell, the caster can retain 
anything he reads or learns as if he had а photographic memory with total 
recall. Itdoes not affect his comprehension. 

2— LEARN LANGUAGE II (U) When concentrating with this spell, the rate 
al which the caster can learn a language is doubled. This means that any 
development of language skill is doubted in effectiveness (i.c., one develop- 
ment point increasesa language skill 2ranks and 3 points increasesit 4 ranks). 
3- LANGUAGE LORE (1) Caster learns what language a piece of text is 
written in. He mayalsolearn the identity of theauthor if the caster has seen 
his work before or if the author is noteworthy or distinctive. 

4—MIND'S LORE I (P) Caster can scanthetarget’s mind, and receive part of 
the target’s knowledge (conscious and unconscious) concerning one very 
specific topic. There is a 10% chance for each piece of information that the 
target has on the topic. The target getsa КК. 

5-STUDY II (U) As Study I, except caster canalso read at 2x normal rate, 
6— INTERPRETING EAR (P) Allows caster to understand one speaker 
regardless of what language he is speaking. Thecaster may choose a different 
speaker each round. 

7— LEARN LANGUAGE III (U) As Learn Language Il, exceptl earning rate 
is 3x, 

8— MIND'S LORE III (P) As Mind's Lore 1, except 30% o f knowledge is ob- 
tained. 

9- STUDY Ш (U) As Study I, except caster can also read at 3x the normal 
rate. 

10—PASSAGE ORIGIN (1) As Language Lore except that the caster can 
also tell if the text has been translated; and if so what the original language 
was. From the dialect and idioms, he can also tell the approximate date that 
the text was originally written and the region in which it was written. 


SOUND CONTROL 
AREAOFEFFECT DURATION RANGE 

1— LONG WHISPER * c 1 point c елм 
2—-SILENCE lor 1 min/lvl self 

SONG SOUNDING il * 1 song assong 2x song's 
4— SONG и" 2 targets as song assong 
S~-SONIC LAWc юк c self 
56— GREAT SONG * 108 as song as song 
7— SILENCE SOR ) тіпт seit 
8--SONG SOUNDING II1* 1 song as song 3xsong's 
9— SONG ili * 3 targeis assong assong 
10-SONIC LAW c 100R c self 


1— LONG WHISPER (F*) Caster's whisper can be directed to any point that 
he picks within 50°/lvl. 

1-SILENCE (F) DURATION:I min/lvl RANGE: S Any sounds 
originating within up to 10' of rhe caster’s body cannot be heard outside the 
radius. 

3—SONG SOUNDING II (F*) if cast the round before a spell on the Con- 
trolling Songs list, it doubles the range ofthe Song. 

4—SONG II (F*) If cast the round before a spell on the Controlling Songs 
list, it allows 2 targets to be affected. 

5—SONIC LAW (F) DURATION: C RANGE: S Caster may manipulate 
sound within 10’ of his body. Не can create any sound he wants, and if he 
desires, that sound cart be heard outside the radius. 

6— GREAT SONG (F*) As Song II, except everyone wi 
caster is a target of the spell from the Controlling Songs list. 

7—SILENCE (F) АЗ above, except radius is 50’. 

8—SONG SOUNDING Ш (F*) As above, except range increase"is 3x. 

9 SONG Ш (F*)As Song Il, except thatitincreasesthenumberoftargetsto 
3. 

1@~SONIC LAW (Р) As above, except radius is 100". 


а t0’ R of the 


Spell Lists/Rangers 


63 


7.14 SPELL LISTS FOR RANGERS ONLY 


PATH MASTERY 

AREA OF EFFECT DURATION RANGE 
1—-PATHLeRE WR ex self. 
2--TRAP DETECTION c SR lmin/lvl Lu 
3—TRACKINGc self c self 

self = self 
5—-PATHFINDINGc lmiR c lmile 
6— TRACKS LORE 3 d touch 
7—-DETECT AMBUSH SUR 10 min/lvl self 
8—-PASSING LORE = = touch 
9—-PATHFINDINGc SmiR c 5 miles 
10-ANIMAL TONGUES self 1 min/lv1 self 
NOTE: For the purposes of these spells, a “path” can be a road, highway, 


trail, or any worn track caused by the passage of animals or men. It may also 
bea corridor, underground passage, or tunnel; unless specifically lim'ted by a 
particular spell. 
1—PATHLORE (1) Caster acquires a visual image of the nearest destination 
inboth directionsalong any onepath upon which hestands. For this purpose, 
a destination is any man-made structure (bridge, house, castle, town, gate, 
door, etc.) or physical barrier (the end of the path, a ford, a crossroads, a 
chasm, etc. 
2— TRAP DETECTION (P) Caster has a 75% chance of detecting any out- 
, door trap within the 5'R concentrated upon. A different S'R may be chosen 
each round. 
3— TRACKING (I) Caster gets а + 58 bonus when tracking. 
4—PATH TALE (D Caster acquires visual image of any user(s) of a given 
path within a period of up to 1 hr/Ivl. 
5- PATHFINDING (I) Caster gets a mental diagram of the locations and 
routes of any and all paths within a I mile radius. This spell can only be used 
outdoors. 
6— TRACKS LORE (I) Caster acquires a visual image of the being that left a 
particular set of tracks. Provides +25 bonus for tracking the being that left 
the tracks, 
7~DETECT AMBUSII (P) Allowscasterto detect any hostile beings within 
а SO'R: provides direction, but not the distance to the danger. 
8—PASSING LORE (1) Caster acquires a visual and aural (sound) image of 
all beings who have passed within а SO'R of the object he touches within a 
period of upto 1 hr/lvl. 
9—PATHFINDING (I) As above, except the area ef effect is a 5 mile R. 
10—ANIMAL TONGUES (U) Caster gains knowledge of any one animal 
language (a member ofthespecies must be within 108") for the duration of the 
spell. 


MOVING WAYS 


AREA OF EFFECT DURATION RANGE 
1—-STONERUNNING self 1min/Ml self. 
2— LIMBWALKING self t min/lvl self 
3~-SWIMMING* self 5min/lvl self 
4—-SANDRUNNING. self 1 min/ivl self 
5—-WATERWALKING self 1 minvi self 
6— LIMBRUNNING self. алим self. 
7--TRACELESSPASSINGc жї c self 
8—-TRACK HIDING c. = с se 
9—WATERRUNNING self 1 min/Ivl self 
10-SWIMMING TRUE * self $ min/Ivl self 


1-STONERUNNING (Е) Allows caster to run on stone surfaces angled up 

to 75 degrecs as if he were on level ground. 

2— LIMBWALKING (Р) Allows caster to walk along nearly horizontal tree 

limbs (that can support the weight) as if he were on level ground. 

3~SWIMMING (F*) Enables target te swim without tiring or expending 

energy. 

4—SANDRUNNING (Р) As Stonerunning, except caster can run on sandy 

surfaces as if they were firm ground. 

5 —WATERWALKING (Е) Allows caster to walk on water as if he were on 
„ level dry ground: maneuver rolls may be required on rough water. 

6-LIMBRUNNING (F) As Limbwalking, except caster can run along 

limbs. 

7—TRACELESS PASSING (Р) As long as the caster concentrates he can 

walk without leaving tracks or other visible signs of his passing. 

8— TRACK HIDING (F) As Traceless Passing except that the caster can also 

hide tracks of any 1 other being whose tracks he follows. 

9—WATERRUNNING (F) As Waterwalking, except caster can run on 

water, 

19—SWIMMING TRUE (F*) As Swimming, except target can swim as fast 

as he could run. 


NATURE’S GUISES 
AREA OF EFFECT DURATION RANGE 
self 1min/Ml sdf 
IR 10mim/lvl touch 
Teu'/rnd © 10" 
4—-SILENT MOVES self L minsi self 
5—-SELF CLOAKING с self с self 
LIGHT WR 10 тів touch 
DARKNESS WR 10 ті touch 
SHADOW self Ihr self 
PLANT FACADE self 1 min/lvl sdf 
BLANK THOUGHTS self c self 


1— HUES (F) Caster and equipment within 17 of his body takes on the 
physical coloration of an organic object he chooses and is in contact with. 
Gives a +50 bonus to hidrng attempts. 

2— SHADE (Е) All shadows and darkness іп а 108^R around the point touch- 
ed deepen, aiding hiding by +25. 

3—FRFFZE (F) Any inanimate liquid (1 cu’/1v1) can be cooled to freezing at 
a rate of 1 cu’/rnd of concentration (temp. cannot be lower than -30 degrees 
P. 
4—SILENT MOVES (F) Caster can move silently, so long as he does not 
createasound originating more than l' from hisbody(e.g., slamming a door, 
hitting a 4' long branch, etc.). 

S-SELF CLOAKING (Р) As longas he does net move (he may make small 
movements such as breathing and flexing muscles), the caster blends into sur- 
rounding terrain, and adds +75 to hiding bonus. 

6— LIGHT (Р) Lights а l&'R area about the point touched. 

7 - DARKNESS (F) As Light except that a 10'R of darkness results. It is the 
equivalent of a dark, moouless night 

8— SHADOW (Е) Caster and equipment within |’ of his body appear to bea 
shadow, and thus become almost invisible in dark and shadowy areas. 
*—PLANT FACADE (F) Caster can appear to be as any 1 type of plant, but 
effect is purely visual: caster will not change size, and will not smell or feel like 
the plant. 

10—BLANK THOUGHTS (U) As long as caster concentrates, his mental 
patterns will appear to be those of a lecal animal that he chooses. This will 
deceive detection spells such as presence, 


NATURE’S WAYS 
AKEAUFEFFECT DURATION RANGE 

1—-WATERFINDING 1 mile R - self 
2—-FIRE STARTING IR P touch 
3—HEATRESISTANCE*c self 1 min/lvl self 
4—COLDRESISTANCE*c self 1 а/м. self 
5— FOOD FINDING 1 mile R - self 
6—-STERILIZATION 1 eu /lvl E teuch 
7— SHELTER FINDING ) mile R - self 
8—-LESSER TRAPS varies P touch 
9— WEATHER PREDIC. 1 mile R - self 
10-NATURE'S AWARE, с юк с self 


1—WATER FINDING (I) Locates all sources of running surface water, ex- 
posed groundwater, etc. exceeding 1 gallon: caster learns approximately size 
and quality of sources. 

2— FIRE STARTING (F) Causes any wood (or any inanimate organic 
material) that the caster chooses within I’ of caster's palm to ignite and start 
burning (if it will ignite at a temp. less than or equal to that of wood). 
3—HEAT RESISTANCE (U*) Protects caster from natural heat up to 200 
degrees F and adds +20 to RR vs. heat or -28 vs. elemental fire attacks. 
4-COLD RESISTANCE (U*) Protects caster from natural cold to -20 
degrees, and adds +20 to RR vs. cold or -28 vs. elemental cold attacks. 

5— FOOD FINDING (I) Caster learns location, type and approximate quan- 
tity of all edible food sources (either dead animal matter, or any plant). 
6—STERILIZATION (P) Sterilizes up to I cu'/lvl of any inanimate solid or 
liquid. That is, it eliminates living creatures smaller than И?” in length, but it 
will not affect larger creatures or inanimate poisons or other material. 

7 -SHELTER FINDING (0) Caster learns location, type, and approximate 
size of closest waterproof, covered space exceeding 125 cu’: shelter must have 
an entry exceeding 2’R bordering on open air. 

8—LESSER TRAPS (F) Caster can construct a minor outdoor trap in 1 
minute: this trap can deliver а “В” critical hit to any one person (e... a 
shallow spiked pit, a snare that mangles the victim, etc.). 

9— WEATHER PREDICTION (1) Allows 95% chance of predicting time, 
nature and severity of weather over the next 24 hr. period. 
10—NATURE’S AWARENESS (I) Allows caster to monitor animateactiv- 
ity in thearea (i.e., movement, combat, and maneuvers). This spell may only 
be used if the radius of effect contains plants and/or animals, for it is they 
who give the caster the information sought. 
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7.15 OPEN CHANNELING SPELL LISTS 


DETECTION MASTERY 


AREA OF EFFECT DURATION RANGE 


1—-DETECT CHANNEL. с SR 1 minI] so 
DETECT ESSENCE с SR 1 тіп Ли E 
DETECT EVILc SR 1 тали sp 
DETECTCURSEc SR Umin/vi E 
OCATIONc 1 target 1 тім 100 
DETECT TRAPS c SR 1 minvi 50° 
7— LOCATION c 1 target 1 min/lvl 300" 
8—-DETECT INVISIBLE с SR 1 min/lvl 50" 
9—-LOCATION c 1 target 1 min/lel 500" 
10-CURSE TALES 1 curse - 10° 


1- DETECT CHANNELING (P) Detects any item or active spell front the 
channeling realm; he can concentrate on апу 5'R area within the range each 
round. 

2- DETECT ESSENCE (P) As Detect Channeling, except realm is essence. 
3-DETECT EVIL (P) As Detect Channeling, except detects if a being or 
item is evil OR if an item wascreated by evil OR if an itemwaslong used by a 
very evil person. 

4-DETECT CURSE (P) As Detect Channeling, except detects curses on 
people or things. 

5— LOCATION (P) Gives the direction and distance of any specific object ог 
place that the caster is familiar with OR has had described in detail. 

6— DETECT TRAPS (P) As Detect Channeling, exceptit givesa 75% chance 
of detecting a trap (certain enchanted traps may receive modifications to this 
chance), 

7- LOCATION (P) As above, except range is 300’. 

8— DETECT INVISIRLE (P) As Detect Channeling, except detects invisible 
things; all attacks against an invisible thing so detected aremoxt fied by -50 (if 
the attack were otherwise impossible). 

9— LOCATION (P) As above, except range is 500’. 

CURSE TALES (1) Caster can determine nature and origin of any t 
curse, including the identity of the originator of the curse. 


SOUND/LIGHT WAYS 
AREA OF EFFECT DURATION RANGE 
50' beam 1Omin/vl заг 
] target с w 
10 10 min/h1 touch 
IR 1 min/Ml 100° 
10'r - 100" 
1 larget € w 
1 target = D 
B— SILENCE JOR 1min/M 100" 
9--UTTERLIGHT 10R 1 min/M touch 
10— WAITING LIGHT юк varies touch 


1— PROJECTED LIGHT (F) A 50' beam of light (like a flashlight) springs 
from the caster’s palm. He can turn it on or off by opening or closing his 
hand. 

1-SPEECH I (P) Target is able to communicate basic ideas in a specific 
language of someone within 10’ (hungry, thirsty, bathroom, peace, etc.). 
3- LIGHT (F) Lights a 10°R area about the point touched. The light pro- 
duced is equivalent to torchlight. If the poim is on a moving being or object, 
the area will move with it. 

4—QUIET (Р) Creates а ГЕ area around the target, into and out of which 
sound cannot travel. The area is centered on the target and will move if he 
does. 

5~SUDDEN LIGHT (F)Causes a 10'R sphere of intense light, all within it 
must make a RR or they are stunned for 1 rnd/5 pt failure of RR. 
6—SPEECH II (P) As Speech 1, except caster cancommunicate in more com- 
plex concepts, although there is a good chance of misinterpretations. 

7- SHOCK BOLT (E) A bolt of intense, charged lightis shot from the palm 
of the caster: results are determined on the Bolt Attack Table. 
8-SILENCE (Р) As Quiet, except radius is 10°. 

9- UTTFADGHT IF) As Light, except itis the equivalent of full daylight: 
it alsocancels all magically created darkness. 

10—WAITING LIGHT (F) As Light, except it can delay the action of the 
spell until up to 24 hour/lvl passes OR a being passes OR a certain word is 
said, etc. 


CALM SPIRITS 
AREA OF EFFECT DURATION ВАСЕ 

1—CALMI 1 target 1 minil 100" 
targets 1 mln/lvî 100° 
1 target c 100" 
1 larger L minvi 300 
ttarget varies 50 
3 targets 1min/Il 100 
A targets lmin/lvl 100* 
L target varies E 
Stargets 1 min/Ivl 100° 

1@~BLINDING * L target varies se 


Г CALM I (F) Target will take no aggressive/offensive action, and will 
fight only if attacked. 

1—CALM ШЕ) As Calm 1, except 2 targets may beaffected. Both must be in 
the caster’s field of vision when the speli is cast. 

3— HOLD KIND (Р) Any 1 being may be held to 25% of normal activity for 
as long as the caster concentrates. 

4—LONG CALM (Е) As Calm 1, except that the range is 300’. 
S-STUNNING (F*) Caster points his arm (elbow locked and fist clenched) 
at the target and channels raw power from his deity: target is stunned for 1 
rnd/10 pt failure of RR. 

6—CALM Ш (F) As Calm 11, except 3 targets may be affected. 

7—CALM IV (F) As Calm 11, except 4 targets may be affected. 
8—GOLDEN SLUMBERS (F*) As Stunning, except target falls into a deep 
sleep for 1 rnd/I0 pt failure of RR. 

9—CALM Y (F) As Calm It, except 5 targets may be affected. 

10— BLINDING (F*) As Stunning, except target is blinded for 10min/10pt 
failure of RR. 


SURFACE WAYS 

AREA OF EFFECT DURATION RANGE 

1— HEAL 10 1 target P touch 

1 burn area P touch 

1 target P touch 

1 target с touch 

5—-FROST/BURNRELIEF# varies P touch 

$—AWAKENING target P touch 

HEALSO 1 target Р touch 

ROST/BURNREL'FII хале P Touch 

TUN RELIEF Ш" 1 target P touch 

I-REGENERATIONIH*e 1 target c touch 


Т HEAL 10 (U) Heals 1—10 concussion hits. 
2—FROST/BURN RELIEF I (U) Will heal one area of mild frostbite or an 
area of first degree burns. 

3-STUN RELIEFI (U*) Relieves target of 1 rnd's worth of stun effect, i.e., 
target is stunned for one round less that before spell was cast (in addition to 
normal decrease). 

4- REGENERATION I (U*) Reduces the concussion hit damage that the 
target has taken by 1 hit for each round that the caster concentrates. 
5—FROST/BURN RELIEF 1I (U) As Frost/Burn Relief 1, except 2areas of 
mild damage OR 1 area of moderate damage (e.g., 2nd degree burn) can be 
healed. 

6—AWAKENING (U) Awakens target instantly. 

7— HF AL 56 (U) As Heal 10 except that it heals 5— 50 concussion hits. 

8- FROST/BURN RELIEF 111 (U) As Front/Burn Relief 1, except3 areas of 
damage OR | area of severe damage (e.g., 3rd degree burn) OR a com- 
bination of 1 mild and 1 moderate area can be healed. 

9—STUN RELIEF III (U*) As Stun Relief 1, except that target is relieved of 
up to 3 rounds of stun effects. 

I€-REGENERATION Ш (U*) As Regencration 1, except that 3 hits рег 
round are healed. p 
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PROTECTIONS 
AREA@FEFFECT DURATION RANGE 

1 1 target 1 mip/lvl 100° 
2 1 target 1 тім lee 
3 1 target 1min/Ivl 100° 
4—-RESIST ELEMENTS 1 target 1 min/ivl 100" 
5~-PLANT FACADE self 1 min/ivl self 
6— UNDERW. BREATH. self 1 min/lvl self 
7— ANIMAL FACADE self lmin/lMl self 
8—-SHADOW self llrAvl self 
S—BEFLECTIONSORG.* self - self 
10—TURNINGS ORGANIC * а? H self 


1—PRAYER (U) Target gets a +10 bonus to any resistance rolls (RR) and 
maneuver rolls, 

2— BLESS (U) Target gets a +10 bonus Lo his defensive bonus (DB) and any 
maneuver rolls, 

3— RESISTANCE (U) Target getsa +5 bonus 1o his RR and DB. 
4—RESIST ELEMENTS (U) Protects caster from natural heat up to 200 
degrees F and>iatural cold down to -20degrees Е; gives + 2010 RR vs. heat or 
cold spells, and + 20 to DB vs. elemental hcat or cold spells. 

5— PLANT FACADE (E) Allows caster to appear as any 1 type of plant 
within 10% of his own size. He will not smell or feel like the plant: it is a pure- 
ly visual illusion. 

6— UNDERWATER BREATHING (U) Caster is able to breathe normally 
under water as well as in air. 

7— ANIMAL FACADE (E) As plant facade, except caster canappear as any 
1 type of animal. 

8—SHADOW (F) Caster appears as a shadow: provides near invisibility in 
dark areas, 

9—DEFLECTIONS ORGANIC (F*) Deflects 1 missile fired at the caster: 
subtract 10 from the missile'sattack roll: missile must be at least partially of 
organic composition. 

10— TURNINGS ORGANIC (F*) As Deflections Organic, except that a 
melee attack roll has 100 subtracted, 


SPELL DEFENSE 
AREAOF EFFECT DURATION RANGE 

1—-PROTECTION 1 1 target 1 minAvt 10 
2~-AREAPROTECTIONIc — 10R 1 min/lvi w 
3—-NEUTRALIZECURSEX 1 curse 1 min/lvi touch 
4—-PROTECTION I1 1 target 1 min/ivl 10° 
5—-AREAPROTECTION lc 10А Imin/vl 10° 
6~-REMOVECURSE 1сшзе P touch 
7—NEUTRALIZECURSByE 1 curse 1 мим. 10 
8—CANCELSPELL 1 spell P 10 
9--PROTECTION Ш 1 targel lmin/Ml w 
10—AREAPROTECT. Шс WR 1 min/lvl 10 


1- PROTECTION I(P) Subiracts 10 from all elemental attack rolls against 
the target, and adds 10 (o all of the target’s RR's vs. spells. 

2 AREA PROTECTION I (P) As Protection 1 except all beings within 10’ R 
of target get the benefits when the caster concentrates. 

3— NEUTRALIZE CURSE (Р) Nullifies the effects of a curse for the dura- 
tion of this spell. The curse is net dispelled and takes effect again afterwards. 
The curse gets a RR modified by -20 Lo avoid being neutralized. 
4—PROTECTION П (P) As Protection I, except thal (he bonuses are 20. 
5—AREA PROTECTION II (P) As Area Protection I, except that the 
bonuses arc 20. 

6—-REMOVE CURSE (F) Cancels a curse if the curse fails a RR: the target 
level is the level of the original curse caster and the attack level is the level of 
thecaster of this spell. Once this spell is cast on a given curse, it cannot be cast 
again by the same spell-user untilhe has gone up another level of experience. 
7—NEUTRALIZE CURSE (F) As above, except curse is nullified for I 
hr/lvl of the caster. 

8— CANCEL SPELL (F) As RemoveCurseexcept thal any one existing spell 
may be canceled. 

9—PROTECTION Ш (Р) As Protection 1 except that the bonuses arc 30. 
10—AREA PROTECTION Ш (P) As Area Protection 1 except that the 
bonuses arc 30. 


NATURE’S MOVEMENT 
AREA OF EFFECT DURATION RANGE 
1—-LIMBWALKING self 1 т/м E 
2— WATERWALKING sdf 1 minAvl self 
3--SWIMMING* self 5 min/lvl self 
self 1mn/M self 
self 1 min/vi self 
self 1min/vl self 
self 1min/Nl self 
self 1 min/ivi self 
self 1 min/lvl self 
10—SWIMMING TRUE * self 5min/Ml self 


1 -LIMBWALKING (F) Allows caster to walk along nearly horizontal tree 
limbs (that can support the weight) as if he were on level ground. 

2— WATERWALKING (Р) Al ows caster to walk (up to $0’ per round) on 
water as if he were on level dry ground: maneuver rolls may be required on 
rough water. 

3—SWIMMING (F*) Enables target to swim without tiring or cxpending 
energy. 

4—SANDRUNNING (F) As Limbwalking, except caster can run on sandy 
surfaces. 

5-MERGING ORGANIC (F) Allows caster to merge up to 1’ deep into 
organic material (at least part of body must be within I’ of the surface of the 
material). He is inactive, but aware of surrounding activity. The caster can- 
not move while merged, but may exit at any time. 

6—LIMBRUNNING (Е) As Limbwalking, except caster can run along 
limbs. 

7 -STONERUNNING (F) As Limbwalking, except caster can run on stone 
surfaces angled up to 75 degrees. 

3—WATERRUNNING (F) As Waterwalking, except caster can run on 
water. 

9— WINDWALKING (F) Allowscaster towalk on movingair(wind): move- 
ment must be at a constant height. Maneuver rolls may be required in tur- 
bulence. 

10- SWIMMING TRUE (F*) As Swimming, except target can swim as fast 
as he could run. 


NATURE'S LORE 
AREAOFEFFECT DURATION RANGE 
-TRAP DETECTION c. SR 1 тім 10 
2—-NATURE’SAWARE. c 1008 с self 
3—-STORM PREDICTION lmi/M R - self 
4— WEATHER PREDIC. lmi/li R self 
5—-NATURE'SAWARE. с 300°R self 
20 cone 1 тали self 
WR IhrM self 
WIAR P 10/1 
S—-NATURE'S AWARE. с SOR С self 
10— WEATHER PREDIC. Imi R - self 


1- TRAP DETECTION (P) Caster has a 759 chance of detecting any out- 
door trap within the 5А concentrated upon. A different 5'R may be chosen 
each round. 

2—NATURE’S AWARENESS (I) Allows caster to monitor animate activity 
in the area (i.e., movement, combat and maneuvers). This spell may only be 
used if the radius of effect contains plants and/or animals. 

3—STORM PREDICTION (1) Gives caster а 95% chance of predicting time 
and type of any rain or storms within 15 min over next 24 hour period. 

4— WEATHER PREDICTION (I) As Storm Prediction, except it predicts 
the time frame, nature and severity of the general state of the weather. 
5—NATURE'S AWARENESS (I) As above, except that the radius is 300”. 
6—BREEZECALL(F) Caster causes a swirling breeze to arise from around 
his person which will blow in a set direction. It drives away any suspended or 
gaseous matter (dust, clouds, etc.) and subtracts 30 from all missile attacks 
passing through it. The breeze affects a 20 cene (caster at tip, 20° at base) and 
has a wind speed of 10 mph. 

7— WAITING AWARENESS (1) As Nature's Awareness, except that it 
allows thecaster to set the spell on “alarm”: any animate activity in theradius 
will cause caster to be alerted. 

8— FOG CALL (F) Creates a dense natural fog within the radius of effect. 
"The fog obscures vision and subtracts 50 from all missile attacks. 

9— NATURE'S AWARENESS (I) As above, except that radius is 580". 
10— WEATHER PREDICTION (1) As above, except that the prediction 
period is 1 day/lvl. 
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7.16 SPELL LISTS FOR ANIMISTS ONLY 
PLANT MASTERY 


AREA OF EFFECT RANGE 
1 —-PLANT LORE 1 plant touch 
sdf self 
1 herb touch 
4—-HERB MASTERY Therb touch 
5—-PLANT LOCATION їтїк 1 mile 
6—-HERB CLEANSING 1 herb 10 
SPEED GROWTH 10'R 10 
8—-HERB PRODUCTION 1 herb teuch 
9—PLANTGROWTH 1 plant teuch 
10—PLANI CONTROL 1 plant 100° 


1—PLA AT LORE (1) Caster learns nature and history of any 1 plant. 
1-PLANT TONGUES (U) Caster gains knowledge of any one plant 
language (a member of the species must be within 180") for theduration of the 
spell. 

3-INSIANI HERBAL CURES (U) Allows caster to cause any 1 herb to 
become capable of being applied taking effect instantly. When the herb is 
subsequently used, its benetits/dangers will be immediately felt. 

4— HERB MASTERY (U) Allows caster to double the potency of any 1 herb 
(growing or dead): spell may be employed but once per dose of herb. It must 
be cast immediately before the herbisused. Itcanbecast onahalf ofadoseat 
atime in order to get the effect of a full dose. 

5— PLANT LOCATION (Р) Caster can locate members of any 1 species of 
plant, or he can find out what species are in the area. 

6— HERB CLEANSING (U) Allows caster to remove any harmful poisons, 
by-products, or side effects from 1 dose of herbs. 

7 -SPEED GROWTH (Е) Allowscaster to increase speed of growth of any 1 
species of plani within the radius of effect by x108 (e.g., all of the grass in a 
10°R) 

8—HERB PRODUCTION (U) Allows caster to grow an herb by planting the 
proper seed: the resulting herb is sterile and takes 1—10 rds to grow. 
9—PLANIGROWTH (Е) Allows caster to double thesizcof any 1 plant: re- 
quires I day growth, If the plant is not already fully mature, it will achieve 
twice its normal size when it does reach full maturity. 

10— PLANT CONTROL (Р) Caster can control the automatic and/or men- 
tal processes of any 1 plant. Caster can also control the plant’smovements, if 
the plant is capable of movement, 


BIRECT CHANNELING 
AREA OF EFFECT DURATION RANGE 

1— PRESERVATION 1 body n 10° 
2—-INTUITIONS I self = self 
3—DREAMI self - self 
4—-LIFEKEEPING 1 body mos n 

INTUITIONS Ш self self 

EATH'STALE 1 body x 10 

RESERVATION 1 body 1 day/lvl 10 
8—-INTUITIONS Y self = self 
9— DREAMS Ш self E self 
10—LIFEKEEPING 1body 1 даулм 10 


1— PRESERVATION (U) Caster can preserve a body; preventing any fur- 
ther deterioration or damage (e.g., bleeding, cell breakdown, decomposi- 
tion, etc.). A coma results if the target is still alive; the spell will NOT prevent 
death (the target’s soul leaving his body). 

2—INTUITIONS 1 (I) Caster gains a vision of what will probably happen in 
the next minute if he takes a specified action. 

3-— DREAM I (I) Caster has a dream relating to a topic he chooses. He must 
sleepor meditate for at least 8 hours. 

4—LIFEKEEPING (I) Caster сар prevent the soul of a “dead” body from 
leaving, thus preventing actual death and enabling the fallen being to regain 
health via simple bodily repairs (Preservation is required to preserve the 
беду). Lifekeeping must be cast upon the tar get within 2 minutes (12 rounds) 
of "death", or the soul will leave the body. Returning a soul to a body would 
be a 12th level (or higher) spell. 

S—INTUITIONS Ш (I) As Intuitions 1, except the time span is 3 minutes. 
6—DEATH'S TALE (I) Caster gets a vision of the events surrounding the 
death of any 1 dead being through the eyes of the deceased. He also gets a 
view of the killer. Corpse must have died within a number of vears equal to 
caster's level. 

7— PRESERVATION (U) As above, except the duration is 1 day/lvl. 
8—INTUITIONS V (I) As Intuitrons I, except the duration is | day/lvl. 
9—DREAMS II (I) As Dream I, except the limit is 3 dreams/8 hours. They 
may concern different topics, 

1U—LIFEKEEPING (U) As above, except that the duration is 1 day/lvl. 


Ц 


ANIMAL MASTERY 
AREAOK EFFECT DURATION RANGE 

1—-ANIMAL SLEEP lanimal lain/M 300" 
2—-CLOAKING self 1 min/hd self. 
3—SUMMONS Ic - 1 min 100" 
4—-ANIMAL TONGUES self 1 min/lvl self 
5—-ANIMAL MASTERY с 1 animal c mi 
6—-SUMMONS Шс - varies 108" 
7—-ANIMAL LOCATION 1mi. R - 1 mile 
8--BEFRIENBINGc SOR с self 
9~-ANIMAL EMPATHY с 1 animal c 100" 
10-SUMMONS V c = c 100" 


1—ANIMAL SLEF.P (F) Puts an animal to sleep: will not affect enchanted 
creatures or "intelligent" creatures. For these purposes an animal is creature 
of limited intelligence, operating primarily through training or instinct. 
2—CLOAKING (E) Allows caster to blend into surrounding terran and 
become undiscoverable by animals. Gives a +30 bonus to hiding from 
others. 

3-SUMMONSI (Е) Caster can summon а firstlevelnon-intelligent creature 
who will remain for one minute and then disappear. The caster can control 
the creature when he concentrates. The genesal type of creature can be 
specified by the caster but exactly what the creature is should be determined 
randomly (e.g., the caster could specify four legged hooved, and could get a 
zebra, horse, camel, etc.). 

4— ANIMAL TONGUES (U) Caster gains knowledge of any one animal 
language (a member of the specres must be within 1007) for the duration of the 
spell. For this purpose, animal languages include any forms ef cemmunica- 
tion. 

5—ANIMAL MASTERY (F) Allows caster to control the actions of any 1 
animal when he concentrates. 

6— SUMMONS Ш (Е) As Summons 1, except caster can summon a 3rd level 
creature for 1 minute OR a Ist level for 3 minutes @R three Ist level's for 1 
minute OR etc. In other words, the sum total of the (level) x (minutes) of all 
creatures cannot exceed 3. 

7— ANLMAL LOCATION(P) Caster can locate members ofany 1 species of 
animal, or he can find out what species are in the area 

8— BEFRIENDING (РАЛ animals within 50’ will act friendlytoward castes; 
however, the caster does not control them. 

9—ANIMAL EMPATHY (P) Caster can understand and visualize ће 
thoughts and emotions of айу 1 animal. 

10—SUMMONS Y (F) As Summons III, except the sum total cannot exceed 
5; 


BONE/MUSCLE WAYS 
AREA OF EFFECT DURATION RANGE 

1—-SPRAINREPAIR 1 sprain P touch 
2—MINORFRAC.REPAIR 1 break P touch 
3~-MUSCLE REPAIR 1 muscle P touch 
4—-CARTILAGE REPAIR 1 joint Р touch 
5—-TENDON REPAIR 1 tendon P touch 
6—-MAJOR FRAC. REPAIR 1 break P touch 
7——JOINING * 1 ть P touch 
8 ТООТН REPAIR 1 teeth P touch 
9--SKULL REPAIR 1 skull Р touch 
10—JOINT REPAIR 1 joint P touch 


1—SPRAIN REPAIR (U) Repair 1 sprarn. 
2— MINOR FRACTURE REPAIR (U) Mend 1 simple fracture (not com- 
pound fractures, shatters, joint damage, or skulldamage); recoverytrme 1-10 
hr. 

3— MUSCLE REPAIR (U) Repairs 1 damaged muscle (not organs such as 
the heart); recovery time 1-10 hr. 

4— CARTILAGE REPAIR (U) Repairs all damaged cartilage around one 
joint; recovery time 1-10 hr. 

5- TENDON REPAIR(U) Repairsonedamagedtendon; recovery time 1-10 
hr. 

6—MAJOR FRACTURE REPAIR (U) Mends 1 simple or compound frac- 
ture (not shatters, joint damage, or skull damage); recovery time 1-10 hr. 
7—JOINING (U*) When used with the Joining spells on the other healing 
lists (Blood Ways and Organ Ways), caster can reattach one severed limb; 
recovery time 1-10 days. 

OOTH REPAIR (U) Thisspell can repair any tooth damage; including 
Чез, abscesses, and cracked or chipped teeth. If a tooth is knocked өш or 
shattered, this spell will make it whole if most of the tooth can be recovered, 
9 SKULL REPAIR (U) Mends any 1 skull fracture (not shattered areas); 
recovery time 1—10 hr. 

10—JOINT REPAIR (U) Repairs 1 damaged joint (not shattered joints); 
recovery time 1 — 10 days. 


Spell Lists/Animises 67 
BLOOD WAYS PURIFICATIONS 
AREA OF EFFECT DURATION RANGE AREA OF EFFECT DURATION RANGE 

1- CLOTTING Y Target P touch i--PURIFY FO@D/WATER ТЕ E [3 

2— CUT REPAIR 1 1 target Р touch 1—-DETECT DISEASE c SR 1 min/M too" 
3—MINOR VESSEL REPAIR 1 target P touch 3— DISEASE PURIF. ] target. P wv 
4—-CLOTIING V 1 target P touch 4—-DETECT POISON c SR 1 minvi 100 
5--СОТ REPAIR Ш 1 target P teuch 5—-POISON PURIFICATION 1 target Р 10 
6--MAJOR VESSEL REPAIR wound Р touch 6--DISEASE RESISTANCE 1 target 1 min/ivl 10 
7—JOINING * 1 limb Р touch 7—-POISON RESISTANCE 1 target 1 min ‘Iv wx 
8—BLOOD TRANSFUSION 1 target P touch 8--NEUTRALIZEDISEASE — !0R Р 10 
9--MASS CLOTTING 1 target Р touch 9--NEUTRALIZE POISON Юк Р n 
10—MASS CUT REPAIR 1 target Ф: touch 10—MENTAL CURES 1 target P 10 


1—CLOTTING I (U) Target's blood loss (hits/rnd) is reduced by 1, for 1 
hour hemay not fight or move faster than a walking pace without reopening 
wound, and thus taking the blood loss again, 

2—CUT REPAIR I (U) Target’s blood loss (hits/rnd) is reduced by 1. + 

3- MINOR VESSEL REPAIR (U) Target’s blood loss (hits/round) is reduc- 
ed by 3. This reflects the repair of minor blood vessels, so it will not affect 
damage to major arteries or veins (bleeding from one wound totaling 5 
hits/rnd or more). 

4— CLOTTING У (U) As Cletting | except that target's blood loss (hits/rnd) 
is reduced by 5. 

5—CUT REPAIR Ш (U) As Cut Repair | except that target’s blood loss is 
reduced by 3. 

6—MAJOR VESSEL REPAIR (U) Repairs all damage to any | artery or vein 
(bleeding from a single wound totaling 5 hits/rnd is major vessel damage). 
7—JOINING (U*) When used with the Joining spelís on the other healing 
lists (Bone/Muscle Ways and Organ Ways), caster can reattach one severed 
limb; recovery time 1-10 days. 

8— BLOOD TRANSFUSION (U) The caster can transfer / pint of blood 
froma willing (or unconscious) blood donor to another character (who has 
taken bleeding damage, i.e, hits/rnd). The caster must place one hand on the 
donor and his other hand on the wounded character, Each у pint transfered 
will remove 50 hits from the character while the donor is at -20 to his activity 
for 12 hours. Acharacter may not both be a donor and receivea transfusion 
within 12 hours. 

9—MASS CLOTTING (U) As Clotting 1 except the target's blood loss 
(hits/rnd) is reduced by an amount equal to the caster’s level. 

10—MASS CUT REPAIR (U) As Cut Repair | except that thetarget’s blood 
loss (hits/rnd) is reduced by an amount equal to the caster’s level. 


ORGAN WAYS 


AREA OF FFFECE DURATION RANGE 
1— NASAL REPAIR 1 nose Р touch 
2—-MINOR NERVE REPAIR tarea P touch 
3— MINOR EAR REPAIR lear P touch 
4— MINOR EYE REPAIR 1 eye P touch 
5—-MAJOR NERVE REPAIR 1 area P touch 
6—-MAJOR EAR REPAIR 1 ear Р touch 
7--JOINING* 1 limb P touch 
8—MAJOR EYE REPAIR leve Р touch 
9—NERVE REPAIR TRUE larea Р touch 
10—ORGAN REPAIR Torgan P touch 


1—NASAL REPAIR (U) Repairs any nose damage short of complete nose 
toss. 

2— MINOR NERVE REPAIR (U) Repairs any minor nerve damage in ! 
area: recovery time | — 10 hrs. 

3—MINOR EAR REPAIR (U) Repairs any external ear damage, including 
ear loss (regeneration takes 1-10 hours). 

4—MINOR EYE REPAIR (U) Repairs any minor eye damage (е.в. corneal 
scratch, detached retina, or removal of foreign object). 

5—MAJOR NERVE REPAIR (U) As Minor Nerve Repair except that it 
repairs any | area of major nerve damage: recovery time 1 — 10 hours. 
6—MAJOR EAR REPAIR (U) As Minor Ear Repair except that it repairs 
any internal ear damage (e.g., restore hearing). 

7—JOINING (U*) When used with the Joining spells on the other healing 
lists (Blood Ways and Bone/Muscle Ways), caster can reattach one severed 
limb; recovery time 1-10 days. 

8—MAJOR EYE REPAIR (U) As Minor Eye Repair except that it repairs 
any eye damage short of complete eye loss. 

9— NERVE REPAIRTRUE(U)As Major Nerve Repair exceptthatrecovery 
is instantaneous. 

10—ORGAN REPAIR (U) Repairs damage to | organ that has not been 
completely destroyed: recovery time 1 — (6 hours: does not affect brain. 


1—PURIFY FOOD/WATER (Р) Eliminates any disease or poison in any 
food and water within the radius. Special or magical diseases or poisons may 
be given RR’s if they are powerful enough. 

2— DETECT DISEASE (P) Detects any disease or source of disease; each 
round caster can concentrate on anyone SR area within the range. 
3—DISEASE PURIFICATION (P) Stops spread of disease (including infec- 
tion) already in the body of 1 target: thus, no further damage due to the 
disease will occur in the target's body. 

4. DETECT POISON (P) As Detect Disease except that only poison is 
detected. 

5 POISON PURIFICATION (P) Neutralizes any 1 poison in thesystem of 
1 target. Damage already sustained is not cured. 

6— DISEASE RESISTANCE (1)) Target gets an additional RR against 
diseases (i.e., 2 RR's may be rolled, the one which is more favorable for the 
target is used). 

7— POISON RESISTANCE (U) As Disease Resistance except that target 
gets an additional RR against poisons rather than diseases. 
8—NEUTRALIZE DISEASE (P) Ali diseases in a 10' are neutralized (i.e., 
sterilized and destroyed). 

9—NEUTRALIZE POISON (P) All poisons in a 18'Е are rendered ineffec- 
tive. 

10-MENTAL CURES (Р) Target is cured of any | mental disease (i.e. 
neuroses, paranoia, phobias, psychoses, etc.). Complete recovery takes 1-50 
days. 


CREATIONS 

AREA OF EFFECT DURATION RANGE 
1— SUSTAIN SELF self 1 day self. 
2—AIRWALL c 10x10." c 50' 
3— WATER PRODUCTION - Р to 
4—-FOOD PRODUCTION - P 10° 
5—WATERWALL c 10%х10'х1' с so 
6—WOODWALL 10202" 1 min/lvl. so 

1Oxt0'x2" 1 min/ivi so 

"101.57 Р 50 
9—-NUTRIENT CONJURES — P 10" 
10— BARRIER PIT 508-1000 cu’ P so 


SUSTAIN SELF (U) Caster receives all necessary nutrition and water for 
1 day. 

2— AIRWALL (E) Creates a transparent 10'x 10'x3' wall of dense churning 
air, cuts all movement and attacks through it by 50%. 

3—WATER PRODUCTION (P) Caster can produce sufficient water inany 
available receptacle to supply any person for one day. 

4- FOOD PRODUCTION (P) Caster can produce sufficient food from the 
surrounding area to feed | hearty appetite for 1 day. If the food is not con- 
sumed within 24 hours of when it is produced, it will go bad. 

5— WATERWALL (E) Creates 10’x'10’x1' wall of water, cuts all movement 
and attacks through it by 80%. 

6—WOODWALL (E) Creates a wall of wood up to I0'x20'x2", its weight 
must rest on a solid surface. It can be burned through (5@ hits for a 2' К hole) 
OR chopped through (2 man-rounds) OR it may be toppled if one end is not 
against a wall (other than the supporting surface). 

7~ EARTHWALL (E) As Woodwall, except the wall is up to 10 xIO'x(3' at 
base, Г at top) of packed earth: and it can only be dug through (10 man- 
rounds at top). 

8— ICEWALL(E) AsWoodwall, exceptwallisup to 10’x10"x(2" at base, l'at 
top): it can be melted through (100 hits) @R chipped through (50 man- 
rounds) @R toppled if not against a wall. 

9— NUTRIENT CONJURES (F) Caster can produce | loaf of waybread that 
weighs 207. and will support | being for } дау: the loaf will lose potency in 1 
month, 

10— BARRIER PIT (E) @pensa pit (SO0cu' in stone: 10@@cu’ inearth or ice), 
the entire pil must be within 50’ of caster. 


68 Animal Statisticsand Attack Tubles 


7.2 TACTICAL AND COMBAT TABLES 


These tables are organized to increase their case of use during 
play. Most of the tables required to resolve combat are included in 
this section. 


[est 


— ANIMALS STATISTICS TABLE] 


ATTACK PRIMARY SECONDARY 
ATTACK. TYPE (Abbreviation) TABLE CRIT CRIT 
Pincher7Beak (Р) Toothand Claw SL CR* 
Bite (Bi) Tooth and Claw PU SLC) 
Claw/Talon (с) Tooth and Claw SL PU(B)* 
Horn/Tusk/Sünger (Ho) or (St) Tooth and Claw PU CRC)" 
Grapple/GrasP/Envelop/Swallow (o0 Grappling and Unbalancing GR UB(C) 
Ram/Butt/Bash/Slug (Ка) ос (Ba) Grappling and Unbalancing UB CR(O* 
Tiny animals (Ti Tooth and Claw SLIT) = 
Stomp/Trample (Ts) Teeth and Claw CR CR* 
Fall/Crush** (Ea) er (Ст) Tooth and Claw CR CR* 
Fist/Kiek*** (i) Toath and Claw UB(A) - 
Wresiling/Tackle (Wr) Grappling and Unbalancing GR(A) = 
CR — Crush critical, PU ~ Puncture critical. СЕ ~ Grapple critical. UG — Grappling and Unbalancing Attack Table. 
SL — Slash critical. UB — Unbalance critical. TC — Tooth and Claw Auack Table. 
PRIMARY CRIT — The typcof critical delivered by the weapon; a letter in parentheses indicates the maximum critical that can bc obtained (I none is given it is 
ЗЕ"). Higher criticals are treated as the maximum. 


SECONDARY CRIT = (f a critical higher than an "A" is obtained then a second critical of this typcis delivered in additien ta the primary critical, This secon. 
dary critical is one step less severe than is indicated by ihe attack result (e.g., an "E" result delivers a "D" secondary critical, a "C" delivers а "B", etc.). Each 
critical is rolled separately. A tetter in parentheses indicates the maximuin critical that can be obtained (if none is given it is "D"). 


* For these attacks only "large" and "huge" attacks get the secondary critical listed above. 


** f a character falls, this attack is rolled with the number ef feet fallen added to the roll and the character's agility (only) subtracted. The size of the attack is 
based upon distance fallen: 1°-10° (Small), 11-50" (Medium), 5U'-100" (Large), over 100° (Huge). 
*** These attack types are for hand-to-hand attacks. The attacker's OB is his strength bonus plus his agility bonus. 


T-5 - TOOTH AND CLAW ATTACK |AT-6 — GRAPPLING AND UNBALANCING ATTACK TABLE 


LEATHER LEATHER 
[ta PLATE CHAIN RIGID __ SOFT NONE ROLL — PLATE — CHAI RIGID SOFT 
MOG ^ --------- Attack Райше————————— M 01-02 — —- —Attack Failure — —— - 
0345 0 0 0 0 03-45 0 0 0 0 
46-50 0 0 0 1 46-50 0 0 0 0 
51-55 0 0 0 2 51-55 0 0 0 0 
56-50 1 0 0 4 56-60 0 0 0 0 
61-65 1 1 1 зт 61-65 Й 0 0 1 
66-70 2 2 2 6T 66-70 1 0 1 1 
7175 з з 3 5 8T 71-75 т 1 3 2 
76-80 4 4 5 7T 9A 76-80 зт 2 ат 4 
81-85 5 5 7T 9T 10A 81-85 4А ат 6T 5 
86-90 6 6T 8T 10A RA 86-90 4A ST 7 зт 
91.95 6T т 9А ПА 13B 91-95 5A 6T 8A 8T 
96-100 7T 8A 10A RA 14B 96-100 5B 6A 7A 9A n 
101-105 7A 9А MA 13B 15B 101-105 5B 7A 8A 10A HA 
~~ — MAX RESULTS-SMALL ATTACKS- - – — — - - -MAX RESULTS-SMALL ATTACKS- – - — 
106-110 8A 10A 128 158 nc 106-110 6C "B ЮА 128 MA 
1-05 9A HB 138 16C 9с 111-115 С 9c ив 13B 15A 
116-128 108 пв 14C юс 20D 116-120 8C 10C 128 “с 16В 
— — -МАХ RESULTS-MEDIUM ATTACKS- — — — — - MAX RESULTS - MEDIUM ATTACKS — — — 
121-125 14B 158 18C 20€ 26D 11425 10D ис 14B вс 18B 
126430 16B е жс 23D 28E 126-130 по 130 16C 18C 20B 
131-135 59 жс 2р 25D 30E 131-135 12D 150 18C 20D 2с 
—— – -МАХ RESULTS—LARGE ATTACKS- - - — —— — -MAX RESULTS- LARGE ATTACKS- – — — 
136-140 20€ 23D 26D 30E 36E 136-140 19D 22C 26D 28C 
141-145 220 250 29Е 33E 38E 16: 21Е 25D 28D 30C 
146-150 24: 27Е 32E 36E 40E 146-150 18E 23E 27E 30E 33D 
—— — -MAX RESULTS — HUGE ATTACKS —— —— ~~~ - MAX RESULTS - HUGE ATTACKS- — — — 


Fumbleand Failure Tables 


Т ЕТ-2 - MISSILE WEAPONS 
FUMBLE TABLE 


Lose your grip. No further activity 
this round. 


FT-1 — HAND ARMS 
FUMBLE TABLE 
Lose your grip. No further activity 
this round 


FT-3 — SPELL FAILURE 
TABLE 


Lose concentration due to strain. 


Spell lost, but not power points 


ЕГ-4 — MOVING MANEUVER 
FAILURE TABLE 


You hesitate and fait to acc. 


You slip. lf your weapon is Chanded 
and non-magic, it breaks. 


One's ten thumbs cannot handle 
loading. Lose this round, 


Second thoughts. No spell may be 
cast or prepared next round. 


You have second thoughts, and 
decide to wait one round. 


Bad follow-through. You Tost your 
opportunity, give yourself 2 hits. 


Fumble ammunition. Lose this 
round. -50 to activity next round. 


Indecision due to mild mental lapse 
Spell delayed one round. 


You slip, 30% chance of falling. -20 
from any maneuvers for 2 rounds 


Drop your weapon. lt will take T 
round to draw a new one, or 2 
rounds to recover old one. 


Break ammunition and lose your 
cool. You find yourself at -30 activity 
for 3 rounds of action. 


Serious mental lapse. Spell lost, but 


rounds. 


not power points. -30 to activity for 3 


You stumble. 45% chance of falling 
230 from any maneuvers for 2 
rounds 


You lose sour "wind" and realize that | Drop ammunition. Stunned this 


Moderate but serious, strain. Spell 


You stub your toe. 60% chance of 


you should try to relax. -40 to round and next trying to decide lost along with power points. falling. +3 hits. -10 to activity. 
activity for 2 rounds. whether to retrieve it. Stunned 1 round. 
You stumble. The classless display You really mishandle your weapon. ‘Subconscious fear. Spell lost along You slip. 75% chance of falling. 


leaves you stunned for 2 rounds. 
With luck, you might still survive. 


Stunned 2 rounds. 


‘with power points. Stunned 2 
rounds. 


Stunned 2 rounds. 


Tncredibly inept move. Roll a "В" 
crush crit on yourself. If opponent is 
using a slashing weapon. убит 
weapon is broken. 


Poor judgment. +5 hits. If not using 
a crossbow, you let arrow fly, lose an 
car and take 2 hits per round. 


Spell internalized. +15 hits. 
Knocked down. Stunned 1 heu. 


You twist your ankle. +5 hits, -10 to 
activity. 


Bite and swallow tongue in the 
excitement. Stunned 2 rounds. 


Bowstring breaks. lt will take 2 
rounds to draw a new weapon or 6 
reunds to restring beu 


Serious strain. Spell lost, but not 
power points. Stunned 3 rounds. 


You fall down. +3 hits. -20 to 
activity for 3 rounds. 


Lose your grip on your weapon and 
reality, Stunned 3 rounds. 


Fumble ammunition when loading, 
You scatter all of your ammunition. 
over a 10 foot radius area. 


hits. Blinded and deaf fer 10 
minutes. 


Intemalizaton; overload senses, +20 


You sprain your ankle and tear some 
tendons. +7 hits. -20 to activity. 
Stunned 1 round, 


90 


Bad coste and poor execution. You 
attempt to maim yourself as your 
weapon breaks. Rell a "C" slash crit 
оп yourself. 


Weapon shatters. You ате stunned 
Jor 4 rounds uf action. Good ас, 


pal. 


Strain eauses mild stroke. +20 hits. 
Knocked out for 12 hours. 


Fall breaks your leg. +8 hits. -30 to 
activity. Stunned 3 rounds. 


91-96 


You let your arrow fly muuch (өө 
soon. Yeu strike 20 feet shart of 
target. You are at -30 activity for 3 


Unbelievable mishandling of your 
weapon. Any friendly combatant in 
your vicinity takes a ^B" crush 


critical. rounds. 


Severe strain causes misfire. +5 hits. 
Stunned 3 reunds. 


97—99 


100 


ЕР Worst move seen in ages. -60 to 


You seem to think that your bow is a 
baton. Ir slips and in osing to 
recwoer it, yos knock it Sfeetin frent 
ef 


Stumble ever an unseen imaginary 
deceased turtle, Yeu are very 
confused. Stunned 3 reunds. 


Targets essence caves spell eo 
backfire, Reverse roles of target and 
caster in spell effects. 


Yeu braak your wrist when yox fall. 
12 hits. -20te activity. Stunne 2 
mund. 


Your arm breaks when you land on 


it. +14 hits. -30 to activity. Stunned 
4 rounds. 


Your ammunition slips as sou Fire. 
The missile go 5 chreugh your hand. 
Hand useless. +8 him. 2 hits per 
"m 


activity from a pulled grein. Foe is 
stunned 2 reunds laughing. 


entity crisis. Lose spell casting 
capabilities for 2 weeks 


Tn an attempt to break your [all you 
break beth ef your arms; they are 
wcless. +30 its. Stunned 6 rounds. 


101-106 


You ager and Jall in an apparent 
attempt to commit suicide. Stunned 3 
rounds. If using a pole arm, its shaft 
is shattered. 


Slip and fall dount. Your shot goes 
astray. Stunned 5 rounds 


Extreme mental pressure causes 
misfire. Knocked dewa. +10 hits. 
Stunned 6 reunds. 


When you fall your leg twists under 
you and breaks. +15 hits. -50 to 
activity. Stunned 3 rounds. 


107—109 


110 


You break yaur weapon through 
inepmess. Stunned 4 veunds, 


Fietching on missile scratches eye as 
at is released. +5 hits. -20 to 
activity. Stumed 2 rounds 


You stumble and drive the point of 


Tntemalizes spell. Lose at spell 


Unconscieus for 3 hours. 


casting ability for 3 weeks. +25 hits. 


Your knee strikes a hard object and 
shatters as you fall. +10hits. 80 to 
activity. Stunn $ rode 


Tip of weapon catches on closest 
object and brea off. If applicable, 


the object takes an “A” punctur Crit. 


your weapon into the freund. 
Stunned 5 rounds. If mounted: Jeu 
pole vault 30 feet an take a "C" 
crush crit from the landing. 


from the waist бвал 


Strain causes severe stroke. Paralyzed 


You fall ard the resulting amawsion 
casses a year-long coma. 


111-116 


Your mount rears suddenly Stunned 
3 rounds recovering, 


Trigger slips while you are bringing 
ир your weapon. Make an attack 
with ne modifications on the clesest 
combatant 


Spell strays and travels to a point 20 
feet right of target. Anyone in line 
takes an unmodified attack. Stunned 
3 rounds. 


You fall and land on your lower 
spine. You are paralyzed from the 
waist down. +30 hits. 


117-119 


While daydreaming you put your 
hand in front of the bolt while firing. 
Lose a finger. +4 hits. 2 hits per 
round. 


You do not coordinate your 
movemen: with ur meunt's, 90 to 
activity for next 3 rounds ting to 
stay mounted. 


Spell strays and travels to a point 20 
feet left of target. Anyone in line 
takes ап unmodified attack. Stunned 
3 rounds. 


You fall and are paralyzed from the 
neck down. +20 hits. 


120 


You fall off your mount. Roll a “I 
crush crit on yourself. 


You slip and pin your foot to the 
ground with a bolt. + 10 hits. 2 hits 
per reund. -30 to activity. Stunned 3 


Mental Collapse. Spell is cast i 
direction opposite to the intended 
line. Lose all spell casting ability for 


Your fall tums into a dive. You 
crush your skul! and die. 


rounds. 
Modifications: Modifications: маганы 
30 s -50 — Routine +5 — Ver Hard 
-20 - LH Concusion -20 - Sling TD Зэ I je 418 — ExtHacd 
-10 — LH Slashing A0 - Short Bow 10 - Class "U" Spells 40 С фк. 215 - Sheer Folly 
+0 - 2-Handed 40 — Composite Bow +0 — Class “P Spelis du deoa Wi C ARAS 
+10 - Pale Arms +10 - LongBow +19 — Class “F” Spells <0 - Hand 
+20 — Mounted. +20 — Crossbow +20 — Class "E" Spells 


70 Weapon Attack Tables 


ATA — LHANDED SLASHING WEAPONS ATTACK TABLE] par — I-HANDED CONCUSSION WEAPONS ATTACK TABLE 
LEATHER LEATHER 
ROLL — PLATE — CHAIN RIGID — SOFT — NONE ROLL — PLATE RIGID 
UM өз —— سا ےت‎ +Possible Fumble > ا‎ == = ШМ i a Possible Fumble 
09-35 0 0 0 09-35 0 0 0 
36-40 0 0 0 36-48 1 0 0 
41-45 0 0 0 41-45 1 1 0 
46.50 1 0 0 46-50 2 2 0 
5155 1 1 0 51-55 з 3 0 
56-60 2 1 0 56-60 3 4 0 
etas 2 2 0 61-65 4 5 0 
66-70 3 3 0 66-70 5 6 2 
71-75 3 4 0 71-75 5 7 3 
7680 4 5 7A 7 76-80 6 8 4 
81-85 5 6 9A 9A 81-85 7 9 6 
86-90 5 7 108 10А 86-90 8 10 7A 
91-95 6 8 128 ив 91-95 8 п 8A 
96-100 6 9 13B 13C 96-100 9 RA 9B 
101-105 1 10A Tac 15C 101-105. 10 BA 108 
106-110 8 ПА Ie 17р 306-110. 10А 14B us 
11-15 8A 12B 17C 19D 111-115 ПА 15B 12C 
116-120 9A 13B 9 200 16-120 128 16C BC 
121-125 9A nc 19D 21E 121425 GB "uc 15С 
126-130 10B мс 20D BE 126.130 13C 18C 16C 
"3435 ив 5с 1D 25E 14C 19р UD 
136140 1E 16D BE TE 15D 20D 18D 
141-145 ор 17D 24E 28E 36D 21E 19Е 
445150 12E 186 25Е 30k. 146-150 16E 2Е 20E 


WEAPONS ATTACK TABLE 


AT-3 — 2-HANDED WEAPONS ATTACK TABLE 


LEATHER LEATHER 
ROLI PLATE — CHAIN RIGID SOFI NON PLATE CHAIN _ RIGID SOFT 
EMOTE مس یی یھ سے س‎ — — — Possibis Fumbles — i —— UM 9.08 

09-55 0 0 0 0 0 09.55 0 

56-60 0 0 0 0 56-60 0 

61-65 3 0 0 0 0 61-65 0 

5670 4 3 0 6 0 66-70 0 

1175 5 5 2 8A 0 7175 1 

76-80 6 7 4А 10А 0 76-80. 2 

$185 1 9 7A 13B 10A, 81-85 3 

86-90 8 n 9B 15B 13B 86-90 4 

91-95 9 12А 12В Uc 16C 91-95 5 

96-180 11 14A 14C 20C 19D 96-106 6 BA 9A nB 108 
101-105 RA 16B 17C 2с 22р 101-105 7 10А 10B 13B uc 
106-10 ІЗА 18B 19C 24C 25D 106-110 ВА 13B 12B 14B 13C 
IL 14B 20C 22C 2D 28E 1115 9А 14B 138 16C 15C 
M6-D& 2 15А 2с 24D 29m МЕ 116-120 10A 168 BC 17C 16D 
421-125 16C 24C 27D ир BE 121.05 ив 17C 17C 19D 18D 
126-130 nc 26D 29D 33E 36E 126-130 UB ase 199 20D 20D 
131-135 19D 28D 32E 36E 39E 131-135 ne 20D 21D 20D NE 
136-40 20D 29E 34E 38E 42E 136-140 BC 2D 23D 23E 23E 
141-145 21E 3E 37E 40E 45E 141-145 14D 23E 25E 25E 25E 
146-150 2E ЭЗЕ 40Е 43E 48E 146-150 15Е 25Е 26E 26E 27E 
CRITICALS -—— Modifications: 

— Critical roll is modified by -50 + Attacker's @ffensive Bonus - Defender's Defensive Bonus 
— Critical roll is modif:ed by -20 +15 = —— Flank attack.* 


— Rear attack (in addition to the flank bonus).* 
Defender surprised.* 

— Defender stunned or down.* 

For each 10° that the attacker has moved. 

If attacker drawing, changing weapons, or unslinging 


— Critical roll is modified by-10 
itical roll is modified by 0 

— Critical roll is medified by +10 

— Critical roll is modified by +20 

The type of critical is determined by the specific weapon or animal attack 


being used (see Table CST-1 ard Table CST-2). a shield. 
-20 — If attacker has taken over half of his hits. 
-variable — — — The defender may use part of his OB to parry (see 6.62). 


* not applicable to missile or thrown weapons. 


Weapon Statistics Table п 


|CST-1 — WEAPONS STATISTICS TABLE 


Д PRIMARY SECONDARY 
WEAPON FUMBLE CRIT CRIT SPECIAL MODIFICATIONS 


1-H SLASHING (can be used with a shield) 


ite), (other) 
-10 OB (chain/plate), +10 OB (other) 


Mace 
Morning Star 


Javelin -10 OB, can use from 5' away. 
Spear -5 OB, can use from 5' away. 
2-H POLE ARMS (use 2-Handed Attack Table ) 

| Lance 1 

; 4 1. SL 
A WEAPONS (can not be used with i shield) Е 
Ваше-Ахе SL +5 OB (chain/plate), -5 (other) 
Flail CR + 10 OB, take "C" cnt if fumbled. 
Quarterstatf. CR -100B. 
SL 


WEAPONS (may pot be used in теке} 


GR -5 OB, take “В” crit if fumbled, 
Composite Bow PU Load(1), or Reload(0) at -25 to OB. 
comers PU Load(2), + 20 OB at up to 50. 


^n derer: P. PU ro RCM 
“Son bow PU ied тошо 


Sling CRD) . Load(1), can use with a shield. 


* — May not move with these weapons loaded and ready to fire. They may be carried in hand and fired as if reloading (penalty applies). 
Е — Fumble range: if unmodified attack roll is less than or equal this number the attack fails and a roll must be made on the Fumble Table. 


ICR — Crush critical. PU — Puncture critical. GR - Grapple critical. UG — Grappling and Unbalancing Attack Table. 
ISL — Slash critical. UB — Unbalance critical. TC — Tooth and Claw Attack Table. 
t — All non-Missile weapons with a range are treated as “thrown weapons" (for skill purposes) when used as missiles. 


PRIMARY CRIT — The typeof critical delivered by the weapon; a letter in parentheses indicatesthemaximum critical that can be obtained (if none is given it is 
E"). Higher criticals are treated as the maximum. 

SECONDARY CRIT — 1f a critical higher than a *B"is obtained then a second critical of this type is delivered in addition to the primary critical. This secondary 
critical is two steps less severe than is indicated by the attack result (e.g, an "E" result delivers a "C"secondaryeritical, a "C" delivers an “A”, etc.). Each critical 

is rolled separately 


BASE RANGE — The base range in feet for the weapon to be thrown or fired. Short range is between 1’ and the base range, and there is no OB modification 
Medium range is hetween the base range and double the base range, and the OB modification is -25. Long range is Ба ween double the base range and triple the 
base range, and the OB modification is -50. Maximum range is bet ween tripie the base range and four times the base range, and the OB modification is 75. 
Missile weapons may not be used if the wielder is engaged in melee. The table below summary zes the various ranges. 


SHORT RANGE MEDIUM RANGE LONG RANGE MANIMUM m 
: (50 to OB) 
esr КУЗ 
тә 
ns 
20-30 
345 


61-80" 
61-90 91-20 
8-120" 121-160 
151-2007 
181-240 
151-225 226-300" 
181-270" 
201-300 


т 
CRUSH 


CT-1 


CRITICAL TABLE 
Wick grip. No extra damage. +0 


CT-2 — SLASH 
CRITICAL TABLE 


Weak strike yields noextra damage 
+0. 


СТ.3 — PUNCTURE 
CRITICAL TABLE 


Glancing blow. Noe xtra damage. 


Physical Critical Tables 


Fairly weak. +0 hits. Zip. 


o 
a 
! 
t2 
© 


activity. 


Minar fracture of nbs. +5 hits. 5 to 


Minor calf wound 1 hit per round. 


Glancing Blow to side, +3 hits 


Arm ийе + 2 Ми 510 activity 
for 2 rounds 


for 1 round. 


to side. * 4 hits. 40 to activity 


Blow to upperleg. +3 Миз. If no leg 
armor: +2 hits per round. 


Thigh strike, +3 hits. If no leg 
armor: 3 hits per round. 


strike. +4 Tuts. If no leg armor: 
+7 hits and stunned 1 round 


round. 


Blow to forearm, + 5 hits. Stunned 1 


Minor chest wound. +3 hits. 1 hit 
per round. -5 to activity. 


Minor forearm wound. +2 hits. 
Stunned I round. 


Chest strike. Knocked back 3 feet. 
+5 hits, -10 o activity fer 2 rounds. 


Blow to shield shoulder breaks 


arm useless. 


shield. If no shield: shoulder broken, 


Minor forearm wound. +4 hits. 2 
hits per round. Stunned 1 round. 


round. Stunned 1 round. 


Strike along side of chest. 1 hit per 


Blow to shield arm. +5 hits, Shield 
tom away [fro shield: +8 hits and 
stunned 2 rounds. 


Blow breaks bone in leg. + 12 hits. 
40 to activity. Stunned 2 rounds, 


Майит thigh wound. +6 hits, 1 hit 
per round. -10 to астау, Suunned 2 
rounds. 


Sene tolower leg. Tendons torn 
+3 hits. 25 to actas Stan ned 1 
round. 


Elbow strike. Forearm numbed. +8 
hits. Drop weapon. -10 toactevity 
for 10 rounds. 


Strike to forehead. +30 hits. One 
eye destroyed. Stunned 24 rounds. If 
по helm: а 1 month coma results. 


Neck strike severs carotid artery. 
Neck broken. Dies in 1 round of 
intense agony. 


Strike to neck. Nerves and blood 
vessels severed. Dies of а massive 
heart failure. 


Brutal hip strike, Knocked down: 
Tendons tom and joint crushed. Leg 


useless. -80 to activity. 


‘Stunned 2 rounds. 


Blew breaks weapon arm. Arm 
xeeless, Tendon damage. +8 hits. 


Slash muscle and tendons in weapon 
атп. Arm useless. +10 hits. 1 hit 
per round. 


Strike го weapon arm. Bone broken. 
+10 hits. Stunned 3 rounds 


Shot to side. Knocked 5 feet 
sideways. D op anything curried in 
hands. Stunned 3 rounds. 


Shatter knee. +9 hits, 60 to 


87-89 


for 3 rounds. 


activity. Knocked down and stunned 


Deseroys enc eve. + 10 hits, Stunned 
Jer 30 rounds. 


Serikethrough lower leg. Sever — 
muscle. -50 to activity. Stunned 3 
тилд. 


Side strike. Stumble ungracefully to 
ал embarrassing prone bastion. 
Stunned $ runs. 


quite stunned. 


Blow to back of neck paralyzes from 
the shoulders down. +25 hits. Foe 


Disemboucled, dies matani ly. 25% 
chance your vovapon is stuc k in 
oppenent for 2 rounds 


Strike through both lungs. Drops und 
passes out. Dies in 6 rounds. 


Тарта back strike. Knocked Йыл 
10 feet and ento f ace. Severe nerve 
damage. Paralyzed from waist down. 


crushed. +20 hits. 


Unconscious for $ hours due to blow 
te side of head. If no helm: skull 


Knocked out for 6 hours with a 
strike te sideof heed. + 15 hits. Ifno 
heli: dies instancly. 


Vicious. 


Blast to chest sends ribcage through 
lungs Drups und dies in 6 rounds 


Sever lower leg. 20 hits per round. | 


Drops nd lapses into. 
unconsciousness. 


Strike to side of head. Knocked out 
for 6 heus, +10 hits. 1f nehelm: 
dies instantly. 


Hard head strike. Knocked back 10 
feet and stunned 6 rounds. l fno 
helm: unzonscieus for 24 hours 


Strike through neck breaks backbone 
and severs spine. Paralyzed from the 
neck deun, Permanently. 


Totally awesome strike. Knocked to 
knees. lf using 1 hand weapon: icis 
thrown backwords 18 feet. Sunned 
15 rds. 


100 


Diesinstantly. 


Blow to jaw. Drives bone into brain 


Slash side. Down, unconscious and 
dies in З rounds due so massive 
мети! argan damage. 


Strike through eve, Dies instantly. A 
real oe fuli. 


Upper chest strike. Knocked 10 feet 
sideways. Fall down and break both 
arms. А 2 month coma results 


101—106 


3 rounds. 


Blew breaks hip. +15 hits. 73 6 
acu. Knocked doun und stunned 


Major abdominal wound. +10 hits. 
8 hits per round. -10 to астану 
Stunned јог 4 rounds. 


6 hits per round. -20 to activity. 
Stunned 4 rounds. 


Major abdominal wound. + 10 its. | Blow breaks leg. + 12 his, 5000 


activity. Stunned 1 round, 


107 — 109 


Poor fool then expires. 


Neck strike crushes throat, Cannot 
breath nd stunned for 12 rounds, 


Sever weapon arm, 15 hits per 
round. Down and vencensctous 
immedicaely. 


Nailed in lower back. Down and — 
unconscious, Dies from intemal 
bleeding and shock in 6 munds. 


Sike to head. Knocked 10 feet 
backwards. + 9 hies. Samal 6 
sounds. Y na helm: a 4 week coma 
results. 


110 


rounds, Active the jollowmg 4 
rounds, buc then dies of nerve 
failure. 


Crushes hip. +35 Киз, Stunned for 2 


Impaled in heart. Dies instantly 
Heart destruyed. 25% chance your 
weapon is stuck in foe 3 rounds. 


Shot through heart. Reels 10 feet to a 
spot suttable for dying. Weapon 
stuck in spinning victim Jor af least 3 
rounds 


| Savage blow to head. Knocked 


down. Biesin 12 rounds duc юа 
severed vem. 


111—116 


useless. Stunned 5 reunds. 


Shatter elbow in weapon arm, Arm 


Sever hand. 12 hits per round 
Knocked down und stunned fer 6 


mands 


Strike through leg. Artery severed 
Doun and unconscious. 12 hits per 
round. 


Awesome side shot. Knocked down 
and sideways 5 feet. Lower leg 
brøken. Stunned 7 rounds. -40 ta 
acuity 


117-119 


Dreps and dies in 3 rounds. 


Blow to side crushes chest cavity 


Sever spine. Collapses immediately. 
Paralyzed from the neck down — 


Strike through kidneys, + Ух 
Knocked doum and dies after 6 


Blow to shield shoulder. Stunned 9 
rounds. -2010 criutty. If no shield: 


120 


work. 


“Modifications: 
50 — "T^ crincal 
-20 — "А" critical 
Д0 — "B'entical 
+0 — "Се стоса 
+10 - Осака 
+20 — “E” critical 


Dies оттамас. +25 hits. Fine 


makes life difficult for the 
unfortunate fool. Expires in a heap, 
immediately. 

= *T'critical 

'A*cnitical 

-10 — "Ветка 

+0 — “C critical 

+10 ~ “D” critical 

420 - “E critical 


permanently. +20 hits rounds of very intense ugony. Sad. unconscious and upper arm 
Е Е shattered, 
Blast to chest area. Destroy heart. Serike to head destroys brain and Shot through both cars. Hearing Frightening strike m temple. 


impaired, dies instantly. Awesome 
sho. 


Knocked back 20 feet. Dies 
instantis. Net nice 


Modifications: 
50 - "T cnocal 
40 — *A'crirical 
10 — "В" стаса! 
+0 

+0 


Large Creature Critical Tables 


CT-5 — GRAPPLI 


CRITICAL TABLE | FOR LARGE CREATURES TABLE | FOR LARGE CREATURES TABLE. 


СТ-10 — PHYSICAL CRITICALS [СТІ — SPELL CRITICALS 


-49—05 


An oppportmity lest. 


+10 hits. Your weapon breaks in 
half. You are upset. 


Size of creature awes ven. +0 hits. 


06—20 Passing strike. +2 hits +6 hits, +5 hits 
= Attack fended off. +3 hits. f arm +12 its +3 his 
21-35 armor: stunned 1 round. 
= Attack te upper leg. Spun about, but | — * 18 hits +10 hits. 
36-50 breaks lose. Stunned 1 round. 
51-65 Shield arm entangled. If shield: -50 | Staggered by streng blast. +20 hits (12 hits. 
to activity usd itis dropped. If no 210 te activity. Stunned 2 rounds 
shield: -50 to activity. 
Weapon arm grasped. Disarmed and | Fine leg strike. + 18 hits 5 hits per FIS hits 


66— 79 


wrist sprained. Stunned 2 rounds 
25 to activity. 


round. -20 t activity. Stunned 3 
mands. 


80 


Both legs entangled. Doun and 
knocked out. +9 hits 


Well placed strike to neck severs the 
jugular vein. +15 hits. Dies in 6 
rounds, but may act at -60 to activity 
until then, 


Unbalanced by blast. +15 hits. 
Stunned 2 rounds. 


81-86 


Weapon arm grappled. Ligaments 
tom and muscle pulled. Disarmed 
and stunned for 3 rounds. -40 to 
activity 


Hard blow. +25 hits. 3 hits per 
round due to light wound. -10 to 
activity. Stunned 2 rounds. 


‘Staggered by strong blast, +20 hits 
Stunned 1 round. 


87—89 


‘Completely entangled and 
immobilized. Knocked down, but 
still conscious, No activity. 


Strike severs an artery in leg. May 
act at -30 to activity for 4 euni, 
then d т» and dies after 6 more 
round’ 


Strike to leg. +15 hits, 20 to 
activity, Stunned 2 rounds. 


90 


Vicious hold around neck. Knocked 


ош. Sprained neck: -60 to activity. 


Sever a vein in forelimb. +20 hits 
Stunned for 6 rounds, chen falls 
dead 


Blast into mouth. Knocked down. A 
month-long coma results. + 30 hits. 


91-96 


97-99 


100 


Head grappled. Stunned 9 rounds. If 
no helm: a coma results due to a 
fractured skull. 


Strike to leg. +15 hits. -20 to 
activity. 2 hits per rend. Stunned 3 
rounds 


‘Spun about by blast. Off balance. 
+18 hits. -10 to activity. Stunned 1 
round. 


Buthurms entangled and pinred го 
chert. Arme may nox be moved unti! 
entanglement removed. -75 гө 
activity 

Neck grappled. If neck armor: -60 to 
activity due to neck эрте n and 
stunned 3 rounds, If not: dies from 
broken neck. 


Strike to head. Skull fracture. +30 
hits. Knocked out. Fine shot. 


Heart strike. Dies immediately 
Weapon stuck and trap ped urder 
body. Chance that weapon breaks is 
60% - weapon bonus. 


Side strike. + 25 hits. -20 to activity 
due ta broken ribs. Stunned 3 
rounds, 


Зе to midsection. Б 
destroyed. Dies in 4 rounds, but is 
fully active until then. 


101—106 


Chest grasped. Ribs broken. Stunned 
5 тшт. 10 to activins. 


‘Shatter shoulder in weapon arm. 
+15 hits. Stunned 3 rounds, Arm is 
quite useless 


Head strike. Momentarily confused. 
+20 hits, Stunned 2 rounds. 


107—109 


Legs entangled and completely 
immobilized. Fall and break weapon 
arm. Disarmed and knocked out. 
+20 hits 


Vicious crossing strike, Blinded and 
upset. Stunned 2 rounds, but then 
the poor brute can blunder around. 


Blast buckles leg. Severe thigh 
wound. +25 hits. Dies in 5 rounds 
due to nerve damage, but is fully 
active until then. 


110 


Neck grappled. If neck armor. 
disarmed and stunned 5 rounds. If 
not: dies in 6 rounds. 


Strike through cheek. Dies 
immediately. Unfortunately, the 
weapon is stuck in the bone for 2 
rounds 


Vicious blast. Neck crunched and 
spine severed. Drops and dies in 3 
rounds 


111-116 


Foot entangled. Stumble, fall, break 
weapon en impact, and stunned 2 
rounds. If no chest armer: take 


crush crit, 


Strike to chin. Jaw shattered. 
Knocked out. +60hits. А J mench 
comaresules. 


Strike to eyes. Blinded for 2 rounds. 
+ 15 hits. -20 to activity 


117—119 


Boch legs wrapped up. Tumbes to 
ground and knocked out. Ок 
activity дие co а broken ann and ш 
broken ankle. +20 hits 


Serike through the eye. Dies instantly 
and falls upon attacker, who then 
takes 10 hits and is pinned fer 6 
rounds 


Strike to body destroys a variety of 
organs. Dies in 3 rounds, but the 

ignorant brute is fully active until 
then 


120 


Windpipe crushed. Dies instantly 
due t» massive shock and savage 
asphyxiation. 


Strike through ear destroys brain. 
The unfortunate lummox dies 
instantly, and anyear wax is 
removed. 


Superb strike drives vb through 
кешт. Drops und dés în n agonising 
rounds 


Modifications: 


Modifications: 
20 - Nermal Weapon 
-10 — Magic Weapon 
+0 — Mithril Weapon 
+10 — Holy Weapon 
+20 — Slaying Weapen 


'eritical 


73 


74 Spelt Statistics and Attack Tables 


AT-7 — BOLT SPELLS ATFACK TABLE 
LEATHER 


AT-8 — BALL SPELLS ATTACK TABLE 


ROLL PLATE CHAIN RIGID SOFT NONE ROLL | ROLL PLATE CHAIN RIGID SOFT 
Е Е Е Е 01-02 01.040м F Е Е F 
=y F F ғ 03-10 05-08 F F F F 
F 0 0 0 11-20 09-12 0 0 0 0 
0 0 0 0 21-35 13-16 E 0 Г) 0 
0 0 0 0 36-40 17-20 1 0 0 0 
1 No 0 g 4145 21-24 2 1 0 0 
i- 0 1 0 46-50 25-28 3 2 1 9 
$ 1 1 ô 51-55 29-32 a 3 2 o 
2 2 2 0 56-60 33-36 5A 4 3 1 
3 4 3 8A 61-65 37-40 6A 5A 4 2 
4 5 4А 10A 6670 ata тк бА 5A 3 
5A 6 SA HB 7175 45-48 8A TA 6A e 
бА 7А 6B 12B 76-80 49-52 9A 8A 7A 5 
JA 008A 7B 13B — 81-85 53-56 108 9A ЗА 6A 
BA ов 8B 148 8690 57-60 ив 108 9А 7А 
- MAXIMUM RESULTS FOR SHOCK BOLTS — 61-64 128 HB 10B 8A 
91-95 9A 9B 10B 108 15C 91-95 65-68 128 11B 19B 9A 
96-100 10A 10B 11B 12C 16C 96-100 69-72 13B 12B ив 10А 
101-105 — 19B UB 12C 14C 18C — 10L105 : 
106-110 ив 12C 13C 16C 20C 106-110 71-80 14C Be 12B ив 
-MAXIMUM RESULTS FOR WATER BOLTS— 81-84 ue Be RC пв 
Wits 12B зс ese 2D 01-115]. 8588 рс Mc BC H3 
neno . nc 14C 1С - 20D мр neno | 89-92 13€ 16е BC RE 
121125. BC 15C 16D 2D 26E — 121325 канс T s iti og 
Peu Me Lco. P um e DEM 100 UM 22E 21E 20E 19E 
dus mo mo m meo meo Е 
141-1445 DD 20E 20E 30E 34E 141-145 Айу bonus, if aware that the spell is about to take effet 
146-150 18Е 22E 22E ЗЕ 36E 146-150 OR 


—MAXIMUM RESULTS FOR FIRE AND LIGHTNING B@LTS— -10 to -80 if target takes cover (maneuver roll and. GM decision). 


`-10 to -60 if target takes Cover (maneuver 10i and GM decision). 
220 if target has shield that is facing attack. 


ATTACKER MODIFICATIONS: ооа i RT 
41 бийби веке Goells offensive bonus; MISCELLA| IS: (GM decision or special item, spell or ability). 


Spells level. UM = Unmedified roll. 


20 if target is at the center point that the ca ter chooses for spell effect. 
If caster spent 4 rounds preparing spell. 
If caster spent 3tounds preparing spell. 
“If casterspent 2 rounds preparing spell. 
If caster spent 1 round prepa; ing spell. 
If caster spent 0 rounds preparing spell. 


RANGE MODIFICATIO! 
335 —0'to 10: <40 — 101° 10:200* 

0 11 to S0" -55 — 201" to 300° 

225 —5I' o 100 -75 — 301’ and up. 


PRIMARY SECONDARY 
CRIT CRIT SPECIAL MGDIFICATIONS: 
Shock Boit EL - +10 @B against chain and plate. 
Water Bow 1м а -10"OB against plate and rigidleather. 
Ice Bolt IM co -5 OB against plate and rigid leather. 
Fite Bolt HE جه‎ 
Lightning Вой EL IM +10 OB against chain and plate. 
Cold Ball 
Fire Bail 
RIMARY CRIT — The type of critical delivered by the spell; a letter in parentheses indicates the maximum critical that can be obtained(if none is 
givenit is ^E"). Higher criticals ar e weated as the maximum. 
HE — Heat critical. CO — Cold critical. EL — Electricity с: 
SECONDARY CRIT — ff a critical higher than a “B" {3 obtainéd then. second critical of this type is delivered in addition to ute primary critical. This 
secondary. critical is two step less severe than is indicated by the attack resuli (e.g. ал "E" result delivers a "C" secondary critical, а aC dele 
ай “А”, etc.), Only one’ Critical rolis made. 


ical. IM — Impact critical 


Spel Critical Tables 


-49-05 


CT. HEAT 
CRITICAL TABLE 


Hot от. +O huts 


CT-7 — COLD 
CRITICAL TABLE 


Cool breeze. +0 hits. 


CT-8 — ELECTRICITY 
CRITICAL TABLE 


Hair stands up. +0 hits. 


Not even a scratch. +0 him. 


06-20 


Strong heat, little effect. +3 hits. 


Cold blast. +3 hits. If no cloak or 


armor: stunned 1 round. 


Light charge. +3 hits. If metal 
armor: stunned | round. 


Grazing shot, +5 hits. 


21-35 


Minor burns. +8 hits. 1 hit per 
round. 


Frosty "burn". +7 hits. | Rit per 
round. 


Explosion of light. Stunned 1 round. 


Staggered by strike тозе +10hits 
Stunned 1 round 


. 36-0 


Blinded by hot smoke. + 12 hits. 
Stunned 1 round. 


Mild frostbite. +5 hits. 2 hits per 
round and -10 to activity. 


Medium charge. +6 hits. 5 to 
activity. 1f metal armor: stunned 2 
rounds. 


tike to shoulder, Spun арои Reel 
backwards 10 feet, +12 hits. 1] no 
armor! stunned 2 rounds, 


51-65 


Clothing catches on fire. +12 hits 
Takes 2 rounds to extinguish the fire. 
8 hits each round afire 


Cold strike to back. +9 hits. 2 hits 
per round. Stunned 2 rounds. All 
wood on back is useless and brittle. 


Heavy charge. +9 hiss, -10 to 
activity. Stunned 1 round. If metal 
armor: stunned 3 rounds 


Sexe to leg. Knocked doum. +8 
Í kits. If no leg armor: stunned 2 
rounds. 


66—79 


‘Knocked down by fiery blast, Алу 
organic foot and calf covering 
destroyed. + 10 hits 


Low blast. Stunned 1 round. Any 
foot emering destroyed. If no foot 
covering: frostbite, -30 to 


Strike to shield arm. +12 hits. -20 t0 
activity. If metal armor and no 
shield: knocked out for 1 day 


Blast to shield arm. +10 hits. Shield 
is smashed und useless. If no shicld: 
arm broken, stunned 3 rounds. 


80 


Blast to head. Face horribly scarred. 
Knocked ош. + 15 hits. 5 hits per 
round. If ne helm: a 1 теп сота 
results. 


Tey blast to head. A month long 
coma (and head cold) results. Loses 
nese as a result of severe frostbite 
and shack 


Strike to side devastazes nervous 
system. Severe shock results. Victim 
за living vegetable for 1 month. 


Strike to head. +12 hits. Helm is 
shattered. Knocked doun and out for 
1 day. Hf no helm: skull fractured, 
dies in 3 raunds 


81-86 


Fire engulfs back. Knocked doun. 
All organic material on back 
destroyed. 2 hits per round, Stunned 
1 round. 


Strike to leg. Knocked down: 
Stunned for 3 rounds. If no leg 
armor: frostbite, lower leg useless 
алд -40 to activity 


Strike to weapon arm, Muscle and 
cartilage m ngled. Arm useless. 2 
hits per round. Stunned 6 rounds. 


Blow to upper leg. Muscles torn 
+15 hits, -10 to activity. If no leg 
атт: 2010 activity and stunned 3 
rounds. 


87-89 


Srrike to head. Blinded for 6 rounds 
Any organic head covering destroyed. 
If no helm: head hair destroyed. 


Strike to neck and collar area. 
Knocked out. Lose outer ear. If no 
neck armar: neck is frozen and dies 
in 9 inactive rounds. 


Permeated By electricity. Entire 
nervous system rearranged. Drops 
and lies in shock for 12 rounds before 
dying 


Blast to collar area. + Т? hits 
Stunned 5 rounds. Cannot speak for 
Lucek.tf no neck armar: voice loss 


is permanent. 


90 


Head becomes a charred stump 
Sadly, dias instantly due to thes 
unacceptable condition 


Blast freeze-dries head. Dies in 2 
rounds. Skull and brain are britle. 
ала lifeless. 


Head stake. If Teather helms w5 
destroyed and a 2 week coma results. 
1f not: dies instantly as brain is fried 


Strike to neck. Paralyzed from the 
shoulders daum. +20 hits. A 
melanchely mead descends on victim. 


91-96 


Shield arm fried. Any shield is 
destroyed along with hand. Stunned 
5 rounds. If no shield: loses arm and 
knocked out. 


Thigh iced. Broken bone and 
frostbite. 5 hits per round, -30 to 
activity. Stunned far 4 rounds, 


97-99 


Upper leg bum. Use of leg lost due 
to tissue destruction. 3 hits per 
round, -60 to activity. Stunned for 6 
rounds 


Side sirike Рега ond shatters 
pelvis. Dies in 12 roundsdue to 


hock and nerve damage 


Chest strike. If metal armor: it 
becemes fused and immobile. If not: 
knocked out for 6 hours. 


Blow to knee. Knee dislocated. 
Cartilage and tendons ripped. + 15 
hits. -50 to activity. Stunned 9 
rounds 


Electrifying experience, Brain falls 
victim to massive shock and surface 
bums. Passes out and dies in б 
rounds 


Strike abdomen. + 18 hits. Stunned 
12 rounds. If no abdomen armor: 
dies in 6 rounds due to destroyed 
organs. 


los 


Blast to neck fuses vertebrae and 
unites skin with clothing. Poralyzed 
peorumently. +2 Shits. 


Head strike. Eves ave frozen. A 3 
week coma results. Parulyed from 
the neck down, 


Nervous system acts аз а 
suberaonductor. Sad inant death 
provides all witnesses with a fine 
light show 


Blast to head fractures skull А 3 
week coma results. lf no helm: dies 
immediately 


101-106 


107-109 


110 


111—116 


117-119 


Blast te Leg. 2 hits per round, -20 ta 
activity. If no leg armor: massive 
tissue damage, -70 to acuity, 


Blast freezes both hands. Loses use of 
both anns for I hour. 6 hits per 
round. Stunned [or 5 raunds, 


Strike to face. Loses nose. Stunned B. 
rounds. Blinded for 2 weeks. If no 
helm: knocked down as well. 


Blow to jaw, Jaw broken. Cannot 
speak or eat solid food until he led. 
115 hits -10 асе. Stunned 7 
rounds. 


Head strike. If helm: blinded for 2 
weeks. If not: dies in 6 rounds due to 
massive shock and brain damage. 


Midsection vaporized. Cut in half 
and dies. Clothing, armor, and ай 
items destroyed. 


Blast to chest. Any chest armor 
destroyed. +12 hits. Stunned 3 
rounds, If no chest armor: knocked 
down, 6 hits per round. 
Fire engulfs body. АП organic 

material on body destroyed. Dies of 
shock and nerve damage in 6 rounds 


+25 hits. 


Heartand lungs suddenly frozen. 
Dies in 6 inactive rounds of shock 
and suffocatien. 


Massive strike shatters chest and 
freezes precuras bodily fluids. Dies in 
3 vounds. 


Tey blast to upper chest, Knocked 
down and out. If no chest armor: dies 
in 10 rounds due to a cold, cold 
hedrt 

Frozen into a lifeless statue - well 
preserved, but quite dead. 


Chest strike destroys heart ам] bangs 
If metal chest armor: it is fused. und 
dies in 6 rounds. If not: dies 
instantly. 
Head is no longer available for изе. 
Smoke and ozone surround the 
lifeless body. 
Abdomen stri ned 7 row 
6 hits per round. lf no armor over 
abdomen: dies of shock and bleeding 
in 12 rounds 

эг strike destroys both lungs. Cur 
in half. Charge extends 10 feet 
giving an "A" critical to anyone in 
the way. 


Blow to side. Bone is driven into 
kidneys, dies in 6 rounds. 


Disrupt chest. Lungs and heart 
explode from impact. Dies instantly 
Very messy. 


Spun bv Blow, Knocked down, 
Breaksb oth arms. 60 ta activity. 
Stunned 3 rounds. 


Blast shatters skull into thousands of 
particles. Dies instantly. Direct hit, 
fine punch 


120 


АШ chat remains are charred bits of 


Frozen solid, then shatters into 


Charge disrupts cel structure. Entire 


Blast annihilates entire skeleton. 


teeth and bone. thousands of Pisces after being body turned to dust. Reduced to a gelatinous pulp. Ттза 
slammed into the ground. pocula. 

Modifications: Modifications: Modifications: Modifications: 
26 — "A critical * "critical 20 — *A'cniical 220 - "Алиса 
16 = "В°спаса! E "critical д0 — *B'ceuical 40 “BY critical 
-0 - "C'enucal +0 — “C critical —0 = Cereal 40 - "C'enucal 
+10 — *D'critical +10 - "D^ critical +10 — “D” crincal 10 — “O° списа 
+20 - “E” critical 420 — "E'criical +20 — “Evcritical 


420 — “E` critical 


16 Base Spell and Resistance Rol! Tables 


ГАТ-9 — BASE SPELLS ATTACK TABLE 


NO NOTE: The number results from this table are modifications for a 
ROLL A LEATHER ARMOR Resistance Roll that must be by the target (see Table RRT). An F indicates 
x OX: А =: spell failure and requires a spell failure roll (see Table FI'-3). 
03.04 F F 
05-08 F 
09-12 Ф FOR CHANNELING SPELLS: if target is wearing leather armor, use the 
13-16 p “no armor" column; if target is wearing plate or chain, modify the attack 
17-20 +45 roll by -10. 
21-24 +40 
25-28 +35 | 
29-32 *30 
33.36 +25 RANGE MODIFICATIONS: 
37-40 +20 +30 — Touching -10 — SI’ to 100" 
41-44 +45. +10 — 0' to 10" -20 — 191 0:90: 
45-48 +10 0 = 4141 0°50" -30 — 308 and up 
4952 Pu 9 ATTACKER MODIFICA TIONS: 
еМ A ы Attacker's Base Spells offers Fe bonus. 
eke > e Attackers spells level | 
pni il T If caster spent rounds preparing spell. 
p "I8 Es If caster spent 3 rounds preparing spell. 
2376 25 20 If газит spent 2 rounds Preparing spell. 
1f caster spent 1 round preparing spell. 
71-80 -30 35 Bu nc Керн 
8144 -35 30 Ifvastéxspent Ó rouads preparing spell. 
35-88 -40 35 TARGET MODIFICATIONS: 
89-92 E E 3016-30 1 tarzettukes cover (maneuver roll andOM decision), 
93-96 -50 EL +10 —— IF target is siatie (i.e., not moving at all). 
be СЕ MISCELLANEOUS: (GM decision of special item, spell ог ability): 
UM и = peas 


TARGET ATTACK LEVEL * 
LEVEL 


* For spells theattack level. the caster's level: 

** For egeirlevel over 15, the attack level raises the result by 19the target level lowers it by 1: 
To resist the target's RR must be greater than or equal t o the number given above. 
MODIFICATIONS TO THE RESISTANCE ROLL: 

+ Target’s appropriate RR bonus. 


-90to 470 = Modification resulting from the base attack roll. 
-50 — Willing target. 


MISCEELANEOUS — ЕСМ decision or special item, spéll or ability). 


m 


Static Maneuver Table 
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78 Moving Maneuver Tuble 


MT-1 — MOVING MANEUVER TABLE: __ 


OPEN-ENDED Very Extremely Sheer 
ROLL Routine Easy Light Medium Hard Hard Hard Folly Absurd 
(151) down F Е F F F F F F Е 
(-150)— (-101) 10 Е Е F F F F F E 
€100— . -51 30 10 F F F F F Е Е 
(-50)— (26) 50 30 10 F b F F F F 
(-25) = 0 70 50 30 5 F F F F Е: 
20 80 60 50 10 5 Е Е F F 
40 90 70 60 20 10 5 F F Е 
55 100 80 70 30 20 10 5 Е F 
65 100 90 80 40 30 20 19 F B 
75 100 100 90 50 40 30 20 5 E 
85 100 ко 100 60 50° 40 30 10 F 
95 100 100 100 70 60 50 40 20 9 
105 10 100 100 80 70 60 50 25 10 
115 по 110 100 90 80 70 60 30 20 
125. 120 110 110 100 90 80 70 40 30 
135 120 120 110 100 100 90 80 50 40 
145 130 120 120 110 100 100 90 60 50 
155 130 130 120 110 110 100 100 70 60 
156—. 165 140 130 130 120 но 110 100 80 70 
166— 185 140 140 130 120 120 110 110 90 80 
186— 225 150 140 140 130 120 120 110 100 90 
226— 275 150 150 140 130 130 120 120 
276+ 160 150. 150 140 130 130 120 
RESULTS: 
F — Failure, rell en Moving Maneuver Failure Table FT-4. 
# — А number result is 1) the percentage ef the attempted moving mancuver that is accomplished. А result ever 189 indicates that the maneuver was 
accomplished AND the character perferming the maneuver has (# - 100) % ef his normal activity left for the reund, or 2) the chance of complete 
success, or 3) reduces activity by (188-4). 


MODIFICATIONS: 
+ appropriate skill bonus; -50 stunned, :70 dewn, -30 one limb out. 


7.3 GENERAL TABLES AND RECORD SHEETS 
The general tables serve a variety of purposes during character 
generation (Section 3) and character development (Sections 2 and 3). 
The rest of the general tables arc used by the Gamemaster to create, 
control and resolve situations in the strategic environment. The 
record sheets are meant to be used as play aids, and may be photo- 
copied for non-commercial purposes. Some of the general tables are 
included in this section; others are included in the sections in which 
their use is described. The Contents’ section at the beginning of 
MERP gives page numbers for the locations of the various tables. 
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Equipment and Price Table. 79 


ST-4 — EQUIPMENT AND PRICE TABLE ACCESSORIES — 
WEAPONS — GOODS COST WEIGHT’ NOTE 
Boots Isp 316 = 
WEAPON ABBREv. COST WEIGHT ТҮРЕ Cloak 9bp 21b = 
Battle-Axe (ba) [7 Ub 2-Handed Coat 15ър 6b 
Bola: (bo) 5р з Missite-~ Pants 25р 11b - 
Broadsword (bs) 10sp. 4 1-Н Slashing Shirt 3bp lib - 
Club єў lep зь 13H Concussion Surcoat 9bp 11b - 
Composite Bow (cp) Vesp зь Missile ‘Arrows (20) 4р 3b 40% breakage when used. 
Crossbow (cb) 25sp 8 lb Missile Backpack 2bp 2 Holds 20 Ib, leu’. 
Dagger (da) I lib 1-H Slashing Bedroll (wee!) 2bp Sb Blanket. 
Flail (п) 19р 6 2-Handed Caltrops (5) 8р 21b - 
Halbard (hb) 14р Tb 2-H Pole Arm Cb bolts (20) Mbp 3b 15% breakage when used 
Handaxe (ha) Ssp 51b 1-H Slashing Fire-startingbow 8р -Slb Takes 5 minutes. 
Javelin Ga) Mp 4b 1-H Pole Arm Flint and stet ibp EI Takes 3 minutes. 
Long Bow (ib) 10sp эль Missile Pack and Packframe 33cp 31b Holds 45 1,2 cw? 
Mace (ma) 6p Sib 1-H Concussion Lantern nbp 2 Lights 50° diameter. 
Morning Star (ms) lésp Sb LH Concussion Lock pick kit Isp ED +5 bonus. 
Mounted Lance (ml) 5p — (0b 2-H Pole Arm өй flask Jbp 1 lb 6 hr. refill. 
Net (gn) 7sp 31b 1-H Concussion Pegs/Stakes (10) р 2b Wooden. 
Quarterstaff (95) Sep гь 2-Handed Pitons/Stakes (10) — 2bp эь Iron. 
Scimitar (se) 108р 4b 1-H Slashing Pole (167) sep 81b Wooden. 
Short Bow (sb) 6sp 21b Missile Quiver (holds 20) lbp E Holds bolts/arrows, 
Short Sword (ss) 75р 31b 1-H Slashing Rope $bp 61b 50. 
Sling в) 9bp гь Missile Rope (superior) 12be 3b 50. 
Spear бр) 23bp Sib -H Pole Arm Sack (501b) 8р 2 Hokds Sê lb, 3 cu’. 
Twódand Sword (th) sp 81h — 2Haidéd Scabbard 25р my e 
War Напітег 1Ssp Sib 1-H Concussion Tarp (938) 1bp 4 = 
Whip 25р 3b TH Slashing Tent 2sp 91b Holds two. 
Torch зр 11b Lights 20' diameter. 
Waterskin (1 pt) lep оь Weight 1 Ib fuil. 
Weapon belt Sbp m - 
Г * = Weight only counts if carried and not worn. F 
PROTECTIVE EQUIPMENT — 
EQUIPMENT COST — WEIGHT* 
Shield 55bp 151b 
Leather Arm Greaves 2sp 21b 
Leather Leg Greaves 2sp 21b 
Meial Arm Grèaves 4sp 31b 
Metal Leg Greaves 4sp эь 
Leather Helm 25bp 21b 
Metal Helm Asp 31b 
Soft Leather Armor Mp 121b 
Rigid Géather Armar 10sp гањ 
Chain Armor 35sp. 201b 
Plate Armor E 251b 
* — Counts against encumbrance if carried and not worn. These weights are based TRANSPORT — 
upon equipment f or à Абан) human (about 5' 6" and 150 Ib). 
SPEED* RIDING 
TRANSPORT COST  (íU/rd) CAPACITY — HONUS** 
Mule/do key 32sp 120 2501b -10 
Mature pony 4р 140 180 Ib +5 
| Light horse р 200 200 Ib +0 
FOOD AND LODGING ~ Medium horse 60sp 160 300 lb +0 
Heavy horse 80sp 120 400 Ib +0 
GOOUS OR SERVICE COST NOTE Lesser warhorse 20gp 180 3501b +15 
Beer and Ale Ap Рп. Greater warhorse — 7$gp*** 150 3751b +30 
Brandy 101р Half-pint. Camel Dgp**e 100 225lb -15 
Gip lp Pint. Elephant S0gp*** 80 1008 Ib -10 
h om. Eine Ferry sevice Acp/mi varies - ы 
ies SR Ree Coach service Icp/mi varies = 
цич meal вр Wagon (8'long) бер 50 15081b - 
lormal meal lep : 
envy eai idis Small boat (10) Tep varies 1000 ib - 
Medium boat (20) ^ Пар ^ varies 3000 Ib - 
Normal ratioas (1 week) Sep Мог al spoilage. Weight 18165. Large boat (30) 408р varies 5000 Ib x 
Trail rations (1 week) lbp Preserved. Weight 14165. * — This is the normal rate of movement in a tactical situation, it may be doubled i 
Greatbread (1 week) зер Preserved. Weight 4 Ibs. the rider decide to gallop (sec Section 6.42). 
Waybread {t mouth) ISgp Preserved. Weight 4163. 
Poor lodging icp Communal sleeping. ** — An especially intelligent animal would get an additional + 10 bonus, but might 
Average lodging 2cp Separate bedding. i more. 
Good lodging 21р Separate room. — Rarelyava lable unless purchased from lord or wealthy dealer in specialareas.| 
Stable їр Includes food for beast. 
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ST-5 — HERBS, POISONS AND DISEASES TABLE 


NAME CODES  FORM/PREP COST EFFECT 

BONE REPAIK — 

Arfandas eFS stem/apply 2sp Doubles rate of healing for fractures. 

Bursthelas 057 stalk/brew 110gp Repairs shattered bones and joints. 

Edram. €F-6. moss/ingest Зв Menás bone. 

BURN & EXPOSURE RELIEF — ү B e 

Aloe _ EH-4 leaf/apply 5bp. Doubles healing rate for burns and minor tuts, 

Сиба а-2-4 leaf /apply 35gp Heals 10 square feet of burns. 

Jojojopo f-M-4 Jéaf/apply 95р. Cures frostbite. Heals 2-20 hits resulting froin cold. 

Kelventari eT berry/apply 198р Heals ist and 2d degree burns, 1-10 hits resulting from heat 

CIRCULATORY REPAIR — 

Anserke 1-0-6 root/apply 75р Stops bleeding by clotting and sealing wounds. Takes 3 rnds to take effect. Patient 
cannot move for 5 minutes without wound reopening. 

Belan 1.0.5 mut/ingest 40gp —— Stopsany bleeding. Takes 1-10 rnds to take effect. Patient canno: move for 1 hour 
without wound reopening. 

Нау. 5-5+6 геллар. 1508р Immediately stops any form of bleeding. 

CONCUSSION RELIEE — 

Arlan leaf /apply 13sp ‘ak 4-9 hits, 

Darsurion leaf Zapply- 3sp Heals 1-6 hits. 

Dradf © leaf /ingest 5p Heals 1-10 hits. 

Gariig cacms/ingest SSep Heals 30 hits, 

Gefnut lichen/iogest 90gp. ‘Heals 1002015. 

Mirenna berry/ingest legp Heals Rise 

Rewk nodule/bréw 9р. “Heals 2-30 hits. 

Tur dove/brewe Isp Heals 1-4 hits. 

Winclamit- fruit/ingest 1008p Heals 3-300 hits. 

Yavethalion fruit/ingest asep Heals 5-50 hits. 

GENERAL PURPOSE HERBS — 

Arkasu m-T-4 sap/apply 2gp Heals 2-12 hits, Doubles rate of healing for ma jor wounds 

Апал см2 root/ingest Sbp Decongestant. Adds 20 to resistance vs commer cold. Speeds recovery from 
respiratory illness by 5x. 

Athelas tC-5 leaf/brew 200gp Capable of curing anything while patient still alive, but healing only as effective аз 
the healer. Full effect only in hands of an “ordained” king. 

Attanar moss/apply Sep Cures fever. 

Delrean bark/apply E Repels any insect. Smells foul. 

Felmather leaf/ingest 105вр Allows a mental summons of one “friend”. Range 308'x user's level. Relieves coma. 

Melandar moss/brew 125р Adds 10:0 Resistance Rolls against disease for 1-10 days. 

ves qua nut/ingest 3gp Опе day's nutrition, 

LIFE PRESERVATION (see Section.7).— i 

Degiik h-O-5 leaf/ingest }0 ер Lifekeeping (1 day). 

Oiolosse [23 shove ingest 600gp Lifegiving for Elves, if given within 7 days of death, 

Olvar 1-0-6 flower/ingest 2002p Lifekeeping (2-20 days). 

Pargen h-J-8 berryvingest 800gp Lifegiving, if given within 4 days. | 

COBES — The Cedes give а small letter for the climate that the herb (or po ism) is 

normally found in, a capital letter for the type of locale that the herb is normally 

found in, and a number for the difficulty of finding a dose of such a herb (see Section 

| ае: ЖШ З 

CLIMATE CODES: LOCALE CODES: FORM/PREP (Form and Required Preparation): 

a arid А = Alpine Brew — Takes 20 rounds arter water is boiled, then it may be drunk. 

ks cold a Breaks/sradis. Ingest — May be caten, chewed, drunk. or inhaled; whichever is appropriate. 

c everlasting cold С = Coniferous (evergreen) forest. SHE LIA uos 

T. axis cold (raid) Di вабоси сате Apply — Takes 1.16 reundsto prepare. The herb is then applied tothearea ofinjury. 

h hot and humid F Freshwater ceasts & banks Paste — Poisen is made into a paste which may be applied to edged or pointed 

m mild temperate G Glacier/snowfieid weapons. It wili remarn effective for up to 1 week, or until an opponem is struck. If a| 

s = semiarid Н 2 Heath/serub ciitcalisobtained be opponent must makea Resistance Roll er hetakes theef ect. Uf 

1 = cool temperate Jj = dungle/rain forest the result of the attack is only hits, the po 15% isgone. It may also be put into food er 

DIFFICULTY OF FINBING: Pbi oio aes Sri 

saltwater shon Таа: m М 
Code Difficulty lores Liquid — As paste, except it only remains effeetive for 1 hour. 
2 5 Short grass Powder — May not be applied to weapons. it may be placed in food or drink. 

E T = Tall grass 

1 m U = Underground (caverns etc.) COST: Normal aa 

PE eer. У = Volcanic EFFECT: А maximum of 1 dose cantakeeffect on acharactereach round, Theeffect 

5, + Waste is based on a dose weighing v ounce. 

3. «fe Hard Z = Desert 

6 Very Hard ADDICTION: A Gamemaster may wish to make certain herbs addictive. In such af 

7 = Extremely Hard case, use of the herb will become less effective. and the herb will be required (о 

8 = Sheer Folly operate at full effectiveness (see Mervig under STAT M@DIFIERS as an example). 

3 = Absurd rà 
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MUSCLE, CARTILAGE, & TENDON REPAIR — 


Arnuminas m2 leaf/apply бър 
lArpsusar LFS stalk/brew 30gp 
Dagmather E spine/brew 28gp 
m.0.4 flower/ingest 22gp 
Б x 

SCG ` ehen/beew 60gp 
cm-eD3 2 deaf/apply 22р 

ORGAN RF PAIR & PRESERVATION — 
Aldaka cM root/brew 1028р 
Berterin m-D-3 moss/brew 192p 
Febfendu сЕ4 rool/brew 9gp 
[Siran E clove/ingest 80gp 
Siriena 555 grass/apply 708р 
[Tarnas h-4-6 nodule/brew 220ep 
408p 
25р 
Asep 
508p 
E bud/brew Yo 
5 eM leaf/ingest. 123p 
faran 7. t$2 1 | pollen/ingest бар: 
Zulsendura aus mushroom/ingest 1 Osp 
^ occae fungus/bree se 

STAT MODIFIERS — 
Lestagii a-Z-9 bud/ingest E 
Merrig E thorn/brew 2gp 
N RELIEF — 

Vera ae. berry/ingest 22р 
г 125р 
Dep 
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Doubles rate of healing for ligament, cartilage and muscle damage. 
Mends muscle damage. 

Heals cartilage damage. 

Repairs sprains. 


Doubles rate of healing for nerve damage. ——— 
Restores sight. 

Preservation of organic material up to body size for | day. 
Restores hearing. 

Restoration of | organ. Side effect: skin disease (Af reduced to 109% of normal). 
Preservation of organic material up to body size for | week. 

Repairs organ damage. 


Protect eyed in intense light or plar. Alloug taht delle südden on Dinging Nghe. 


Lasts 9 hrs. s 
Subiracis 30 from maneuver and melee, Adds 501 spells and missile tack 


Euphoria. Lasts 1 hr. 
Allows one to breathe under water (only) for 4 hrs. ^ 
2x strength (1-10 rnds). 11010 Ой дыме hts given a tobe 
Protects versus flame and heat for 1-10 hrs. 

Allows sight like an Elf [6 hrs). 

Increases visual perception (range and power) for 10. minutes. 
Acute smell and taste (1 hr). 
Haste (3 mds- 1 3 d 
Enhances smelf 4 bearing (1 Wr). - S in 


Restores any stat losses other than those due to age. Affects only one stat. 


Daily use increases PR and AP by 5. Effect occurs after 10 days use and addiction 
results after 2 weeks. Interruption of use and withdrawal means loss of 10 from CO, 
5 from IG, and 5 to PR and AP. 


Stun relief (1 rnd). 
Keeps 10 days, Stan relief (1-10 mds). 
Relieves 2 rounds of мып Тес, 


the attack level) — 
= fleas 


Bukandas E certain wolves 


Vrel plant 


certain snakes 
Janar grass 
Hultif bugs 
certain hornets 


flower/paste 
Asp/ paste 
leaf/paste 
teal /poeder 
|; bats/paste 
clams/líquid 
‚ scorpion/liquid 
...leaf/paste. 
berry/paste 


(М 2) Slow and painful death. 
(I14) Severe asthma. 

(М! 8) Running death. Whenever able the victim will run (evento the point of 
death). 

(vi 5) Feeblemindedness, 1G drops by 20. 

(lvl 2) Agility drops by 5. 

(М! 3) Insanity. 

(М! 7) Hearing loss. 


(v1 10) Kills instantly. 
Qvi 5) Loss of limbstruck. 

(Ivi 3) Destroys:ticaring, and gives TO hits. 
Ом 9) Kills Elves, puts othersinto a coma: 
ОМ 7) Givet -100 hits. 

(Iv 5) Gives 1-S05Fits. 

(М 2) Causes gradual insanity. 

(м! 7) Kills in2-12 rounds, 

(м! 3) Gives 3-300 hits. 

(ivi 5) Causes--10 day coma 

(ivi 9) Scars skin, add gives 2-20 hits. 

(М 5) Slow (F day) paralysis and death. 
(lvl 8) Sterilizes, and gives 5-50 hits. 

Ом 6) Gives 3-30 hits. 

(Iv 2) Blinds, and gives 1-10 hits, 
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Treasure Tau” 


ST-6 — TREASURE TABLE 


GEMS AND JEWELRY — Gemsand jewelry are forms of wealth that are. 
more portable than most money. They аге also more easily identifiable and 
more difficult to assess. 

MONEY — TheGamemaster should keep in mind that most money in the 
world at large is in the form of tin pieces (tp) and copper pieces (cp), 
followed in decreasing frequency by bronze pieces (bp), silver pieces (sp), 
gold pieces (zp), and mithril pieces (mp). Often the sheer weight of the 
money in a treasure will limit the amount which can be carried away. 
NORMAL EQUIPMENT — Many treasures will include lots of normal 
equipment (i.e., weapons, rope, tools, clothing. books, and manuscripts, 
ес). 

LIGHT EQUIPMENT — The weight of equipment (e.g., weapons, 
armor, shields, food, etc.) is often a big hindrance to a character. A piece 
оў equipment which is lighter than normal is often very valuable to a 
character. 

BONUS SPELL ITEMS — See Section 4.56. 

MA! ITEMS WITH BONUSES — See Section 4.56. 

MA! TEMS CONTAINING SPELLS — See Section 4.56. 
SPECIAL ITEMS — The Gamemaster may create (make up) any magic 
item that he wants. Often these do not fall into the categories above. A 
good example of this type of item is a “slaying” weapon, which will be 
especially deadly against certain creatures. For example. a sword of “@rc- 
slaying” is treated asa normal sword against all non-Orc foes; however if it 
is used to give a critical toa Orc, the critical is resolved twice (two rolls in- 
stead of one) and both results are applied to the Orc. 

ARTIFACTS — Artifacts are special items that are very powerful, and 
often contain multiple powers and abilitics. The One Truc Ring and the 
Elven rings of power are examples of artifacts. Usually these items have a 
history and a cultural or political significance. 


MONEY, GEMS AND JEWELRY CHART — First roll to 
determine the size of the treasure (the number of rolis allowed), then make 
a number of rolls to determine the actual composition. 


SIZE: 

FIRST 

ROLL 
01-30 

31-55 

56-75 

76.90 

91-00 

COMPOSITION: 

RELATIVE RICHNI 
ROLL Very Poor Poor ‘Normal Rich Very Rich 
01-10 501р 300:tp 10001р 5000р 100001р 
11-20 100 р 1500р 3000р — 7500р 5000ср 
21:30 5001р 2501p 5000їр 1000 cp 10000 cp. 
335 1000tp — S00cp — 1000cp  1750cp — 1500bp 
36-40 2000tp — 750cp 1500р 2500ср 2600 bp 
41-45 300cp 1008cp 2000cp 400bp 2505р 
46.50 400 ср —1250cp 2506р  S00bp-— 3005р 
51-55 500 р 1558р 3X0 bp  60bp 4005р 
56-60 600cp — 200bp 350Ьр 70 sp 60 gp 
61-65 70bp — 25 bp 40 sp 90 sp 80 gp 
66-70 80 bp 30sp 505р  HOsp 1008р 
71-75 90bp 35sp 60 sp 158р. 125 gp| 
76-80 100 bp 40 sp 70 sp 25gp 1508р 
81-85 12sp 50р Вер 35 ep 2mp 
86-90 IE 60 sp 108p 45 gp? Gem(250) 
91.94 Wsp Tap 15 gp  Gem(60) Gem(300) 
95-97 3ep Sen Gem(2@) Сет(80)  Jw.(400) 
98-99 Sgp Gem(l0) Gem(50) Imp — Jw.(600)] 
00 Gem(l0) — Jw.(25)  Jw.(00) — 35/5500) —.Jw.(1000) 

NOTE: Jw. = Jewelry 


DETERMINING THE COMPOSITION OF A 
TREASURE — Most of thetimea Gamemaster will choose a treasure] 
that is appropriate for a particular adventure site. However, it is often 
useful to be able to quickly generate a random treasure or part of a 
treasure. 

The charts below are included to help the Gamemaster in this task. The| 
Gamemaster must assign a relative richness (very poor, poor, normal, rich 
ог very rich) to the treasure’s wealth (money, gems and jewelry) and to the 
ireasurc's magic item content. The richness of these factors may differ; for 
example, a treasure might be very rich in terms of wealth, but poor in terms 
of magic items. Each chart has a section for determining the size of the 
treasure; alternatively the Gamemaster may decide on the size. The size of, 
the treasure is reflected in the number of rolls allowed on the composition 
section of each chart. These charts are only included to provide aid to the 
Gamemaster; he should use them as he sees fit. 


MAGIC ITEM CHART - First roll to determine the size of the 
treasure (the number of rolis allowed), then make a number of rolls to 
determine the аспа! composition. If any "Spell" results are obtained, 
further rolls are required ta determine what the spell item is and what spell 
is in it. 


SIZE: 
FIRST б 


RELATIVE RICHNESS 


ROLL. Very Poor Poor Normal Rich Very Rich 
‘01-20 0 0 9 0 2 
21-40 0 0 0 1 2 
4445 gs 0 1 2 2 
56-70 0 1 1 2 3 
ii UE ont 2 2 3 
81-90 1 1 2 3 4 
91:95 1 2 3 X 4 
96-98 2 | 4 4 5 
99-00 3 3 4 s 6 
COMPOSITION: 
RELATIVE RICHNESS 
ROLL Very Puor Poor ‘Normal Rich Very Rich 


01-10. Normal Normal Nürmal ™ SOA: Citit 60% Light 
11:20 Normal Normal 80% Light 60% Light 40% Hight 
21-30 Normal 80% Light 60% Light 40% Light Spell 
31-40 807e Light 60°% Light 4090 Light +5 Bonus Spell 
41-50 80% Light 60% Light +5 Bonus +10 Bonus Spelt 
51-55 609» Light +5 Bonus +5 Bonus +10 Bonus +5 Bonus 
56-60 60% Light +5 Bonus +10 Bonus +15 Bonus +10 Bonus 
61-65 +5 Bonus +5 Bonus +1@Bonus +15 Bonus + 10 Bonus 


66-0 +5 Bonus +5 Bonus + 10 Bonus Spell +15 Bonus 
7125 +5 Bonus +10 Вӧлиѕ +15 Bonus Spell +20 Bonus 
76.80 +5 Bonus +10 Bonus Spell Spell +1 Adder 
81-85 +10 Bonus +15 Bonus Spell Spell +2 Adder 


86-90. +10 Bonus Spell Spell +1 Adder х2 Mult. 
9.94 Бре Spell +L Adder +2 Adder +3 Adder 
9597 рей +1 Adder +2 Adder х2 Mul. x3 Mult. 
98.99 +1 Adder +2Adder х2 Ман. +3 Adder Special 

00 Special. ^ Special ^ Special © Special Artifact 
KEY: 


Normal = A normal non-magic item. 

# Light = Equipment which weighs & 9 of normal. 

+ # Bonus = An item with a + # bonus. 

Spelt = An item;contajnigg a spell {roll gq charts below). 
4f Adder — A bonus spell item, a + Р Spell adder”. 
X#Mull = A bonus spell item, a x 4 "spell multiplier 
Special ^ = The Gamerhaster should choose a special 
“Artifact = An artifact may be present. 

NOTE: See the descriptions of magic items to determine the type of items. Suggested| 
items include: weapons, armor, helmets, greaves. shields, tools, saddles, cloaks, 
boots, gloves, glasses, etc. The Gamemaster should determine the type of item based 
upon Ihe adventure site and situation. 
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CHOOSING A SPELL AND SPELL ITEM — The Magic the spell is from, then roll to determine the specific spell ist. Then the Нет || 
ltem Chart may indicate that a spell item is included in a treasure, or a and Spell Level Chart can be used to determine the type of item (if the 
Gamemaster may want to randomly choose a spell which is in an item. The Gamemaster has not already decided), and to determine the level of the 
two charts below provide a mechanism for choosing a spell and a spell spell. [f the spell obtained is inappropriate, just repeat the process or part 
item. Using the Spell List Chart, roll to determine which type of spell list of the process, as necessary. 


FIRST ROLL DETERMINES THE SPELL LIST TYPE 


01-30 3140 61-75 76-98 91-100 
ESSENCE OPEN LISTS МАСЕ LISTS CHANNELING LISTS — ANIMIST LISTS BARD & RANGER LISTS. 
E coe Curse Curse. Curse Curse 
» Physical Enhancement. ^ Fire Law ‘Nature's Lore Direct Channel Lore 
Essence’s Ways Ice Law Nature's Movement Biood Ways Controlling Songs 
Unbarnng Ways Earth Law Spell Defense Bone/Muscle Ways Sound Control 
U Essencë Напа. . Light Law Surface Ways Organ Ways 
‘Spell Ways. Ы WindLaw Protections Animal Mastery, 
Essence Perceptions Water Law Detection Mastery Plant Mastery Moving ways 
Illusions Lofty Bridge. Sound/Light Ways Purifications Nature's Guises 
Spirit Mastery Living Change Calm Spirits Creations Natures Ways) 
Special Special ‘Special Special Special 


Curse — The spell issome howcursed; it may attack acharacter or affect him in some other negative fashion (e.g. a disease, a poison. a drop in stats, a phobia, etc.). The Gamemaster 
has great flexibility in this matter. 
Special — The Gamemaster may make up a spell, or make a higher level spell based upon the existing spells (e.g. a Firebolt with a longer range, a Haste V spell, etc.) 


[ITEM AND SPELL LEVEL CHART — Pae TERE | 
First Roll (if necessary) Delermincs The Type of Item 
1-40 41-65 66-70 71-75 76-80 81-85 86-94 95-98 99-00 
RUNE DAILY DAILY DAILY DAILY 
PAPER POTION 1 n ш D WAND ROD STAFF 
ist Ist Ast Ist Ist Ist Ist Ist Ist 
2nd Ist Ist Ist Ist Ist Ist Ist 2nd 
2nd Ist ist ist Ist Ist Ist ist 2nd 
2nd 2nd Ist Ist Ist Ist Ist 2nd 3rd 
2nd 204 2nd Ist ist P ш 2nd ET 
3rd. 2nd 2nd 2nd Ist ist Ist Ei 2nd 4th 
3rd 2nd 2nd 2nd 2nd ist Ist 2nd 4th 
3rd 2nd за 2nd 2nd Ist {st 2nd Sih 
4th. xd зга 2nd 2nd 2nd 2nd 3rd Sth 
ath 3rd 3rd Brd 2nd 2nd 2nd 3rd 6th 
Ath 3rd 4th 3rd 2nd 2nd 2nd 3rd 6th 
Sth 4th 4th 3rd 3rd 2nd 2nd 3rd 7th 
Sth аһ Sth ath 3rd 2nd 2nd ath 7h 
6th Sth Sth 4th 3rd 2nd 2nd ath sih 
7ih 6th 6th Sth 3rd 3rd 2nd 4th 8th 
ath Tth Tih sth 4th 3rd 2nd sth 9th 
oth 8th Sih 6th 4th ха 2nd ‘Sth 9th 
10th Ah oth 7th Sth 3rd 2nd 5th 10th 
loth tein 10th Tth Sih 3d 2nd Sth 10th 
‘NOME: The Gamensorcer should determine the number of charges eft in a wand (maximum 010), з rd (maximum of 30), ог а зга (maximum of 100). A 1 100 die roll сап help; liw 
indicating teWcharges 2nd high rolis indicating lots Of charges. He may also want to include multiple charges (or doses) on special scrolls and potions) A Daily. f item may be used 


Afin and, ас), 


nes ‘a Daily Ш item could be e 3 times а day), ала may take any form that sh Сирена бө И, Goda али, „ап | 
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[ST-2 — CREATURE SUMMARY TABLE 


No world is complete without the inclusion of the fauna and in- 
digenous nasties of each locale. For the sake of convenience and 
ease of explanation, the "normal" fauna of Middle-earth is kept 
separate from the spectacular and deadly animals and monsters 
that comprise such a large portion of the atmosphere of any 
Tolkien-based game. 


Creature Summary Table 


The combat capabilities of the animals most likely to be en- 
countered adventuring in Middle-earth are summarized in the first 
part of Tabie ST-2. All of these creatures should be familiar to the 
players and thusare not fully described. Names are generic, suchas 
“small cat” or “large dog.” Anytime an animal is encountered the 
Nearest compatible set of statistics should be used. Thus, a charging 
tiger would use the “large cat" row of statistics, while a water buf- 
falo would use the “bull” row. One thing to remember is that most 
animals will not attack men voluntarily. Encounters with an animal 
should have а reason such as the animal being summoned or fight- 
ing to protect its young. In general, squadrons of moose do not 
roam the woods looking for a group of player characters to mug. 


NORMAL MIDDLE-EARTH ANIMALS 


Type Level Happ Speed 


Ape, small 1 1-25 FA 
large 2 1-15 FA 

1-10 FA 
1-100 VF 
1-20 VF 
1-5 FA 
1-3 FA 
VF 


Bat, smatt 


giant 
Bear, targe 
giant 

Bird, small 


Cat, small 
medium 
large 

Deer, female 

male 

| Dog. small 
medium 
large 

Dolphin 

Elk 

Horse, small 

large 

Lizard, small 

medium 
large 

Moose 

Pony 

Shark, large 

Snake, small 

medium 
large 

Spider, small 

medium 
large 

Whale 


OSH تان ن‎ оош لالا لا‎ ке © ш لړ‎ в ш ә кә س ام س‎ шо кә ت‎ ш ш с ©з шю ош 


Attack 
3581 
60Bi. 
90Gr 
35Bi 
50Bi 
70Ra 
95Ra 
25Pi 
40Pi 


TWOGONGTHZHVar sr Er gor zguverergartrodegy É 
E 
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KEY: 
Type — Thetypeisthe name and size of the broad generic category 
described inthe remainder of the row. 


Level —The level column denotes the level of the average animal 
for resistance roll and experience point purposes. Note that any 
animal with a zero in this column counts as level 0 for experience 
points and level I for resistance roll purposes. 


#app — The approximate number of animals appearing in an 
average encounter with a group of 4-6 player characters. This is 
purely a suggested figure and is completely up to the Gamemaster. 
Speed — Therelativespeed of the animal or monster. See the chart 
below. 

Hits — Thenumber of concussionhits theaverage specimen of that 
animal variety can take without losing consciousness. This may 
vary by 20%0 or more in either direction for any given animal. 


AT — The armor type equivalent of the animal. N6 = попе; 
SL =soft leather; RL =rigid leather; CH = chain; PL = plate. 

DB — The base defensive subtraction of the animal. Thisshouldbe 
varied by the Gamemaster according to the circumstances and 
should naturally vary 20%0 just to give each animal an individual ap- 
pearance. 

Attack — This denotes the animal’s type of attack and the base of- 
fensive bonus of that attack. See Table CST-2 for a further discus- 
sion of animal attacks. 

Size — This gives the maximum size limitation of the animal’s at- 
tacks. T = tiny; S -small; M = medium; L =large; Н = huge. 

Crit — Thename of the critical table that the animalrolls when hit: 
Reg- normal; Lge= large creature; Hge- large creature (minus 


Р 
| MONSTER 


Level spp 
e dr eRe 


а шр. ial UE 
Fell Beasts 1-2 


es of Mord does 
Giants i 


Huorns 


Base Movement Charge/ 
Movement Bonus Lunge 


VE Very Fast 
BF Biindingiy, Fast 
É 3mm: 


+ —See Section 6.4 for an mer of pe to use vibes move- 
ment numbers. 


This monster has special attacks or powers. For details, see the 
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8.0 APPENDIX 1 — RACE DESCRIPTIONS 


The following are general descriptions of the predominant races 
of Middle-earth. Naturally, certain individuals will differ to varying 
degrees. Certain modifiers are included for purposes of realism, but 
GMs should feel free to omt them if they consider them to be un- 
wieldy. 


DWARVES PI. Khazad, sing. Khazad) 

The Dwarves are descendants of the Seven Fathers, the original 
lords crafted from the earth by the Vala Au/é. He is the Smith ofthe 
Valar, thegiver of mountains and master of crafts, andthe Dwarves 
call him Mahal (Kh. “Maker”). 

They were created first, but Eru forced his servant Aulé to delay 
their awakening until after the coming of Elves. Following their 
birth the Seven Kings formed tribes based on their lines and 
separated. Although these Seven Tribes have since spread across 
Middle-earth, they have remained close and have spawned a univer- 
sal reputation for ruggedness, practicality, and unwavering loyalty. 
Most groups favor the rocky highlands and deep caverns of the 
mountains, for the Dwarves, perhaps more than any race, re- 
member their origin and heritage. 

Physical Character 
Build: Short, stocky, strong, with exceptionally streng limbs. 
Coloring: Black, red, or dark brown hair. Fair to ruddy complexion. 


Endurance: Tremendous. They can carry great burdens over long distances with little 
rest. 


Height: 4 to 5 feet tall. 

Lifespan: 200-498 years. 

Resistance: Resistance against (lame and ice: +30 bonus versus heat and cold attacks. 
Special Abilities: Dwarves see weil in extreme darkness. In the dimmestlight, they can. 
see 50' perfectly, and fairly well up to 100.’ They can sce 10 intotal darkness (non- 
magical). 

Culture 

Clothing and Decoration: Beards, sometimesbraided. Leng hair. Heavy garb with col- 
orful hooded cloaks. 

Fears and Inabilities: Open water and the Vala Uimo (Lord of Waters). They do not 
normally swim (-50 to Swimming maneuvers). 

Lifestyle: Dwarves are superb miners and craftsmen, and unsurpassed stoneworkers. 
They vein tightly-knit greups and faver underground cities which are usually cut into 
rugged hills or mountains. 


Marriage Pattern: Monogamous. Only a third of the race is female. The line js traced 
through the male. 

Religion: Dwarves believethat each lineage has a common spirit which permeates them 
all and ties them together. They revere their ancestors above all other things but Ашё 
thelr maker, and believe that in each King exists a part of his predecessors. Those ef 
“Dutin’s Folk", the Dwarves ef Moria and the highlands of Wilderland, believe their 
Kings te all be one Dwarf — Dur unthe Deathless, 

Other Factors 


Demesnor: Sober, quiet, possessive, suspicious, pugnacious, introspective, and often 
very greedy. Tenacious warriers, they fight witbout quarter and never retreat. Bach 
Dwarf treats his kind as brethers and non-Dwarves as lester beings who, опе way or 
another, are a constant threat. Their blood is thick and their bonds are deep. They enter 
into agreements with extreme care but, once made, honor them to the letter. The old 
adage is true- “no friend ever did a Dwarf a favor, no enemy a wrong, without being 
repaid in full". 

Language: When in public or about in the wild, Dwarves speak Westron (Rank 5), the 
Common Speech, or some Elvish language (Rank 3). Among themselves, Dwarves 
speak Khuzdul(Rank 5), a guarded tongue knewn by virtually no one but themselves. 
Prejadices: Orcs, Wargs, and Dragons are the sworn enemies ofDwarven-kind. Above 
all other races, they despise these the mest, although they are extremely suspicious of 
mages and Elves. They have suffered too much as a result of magic. No Dwarf will ever 
forget thesly words of Sauron. one whose conjuring enslaved many of their great lords. 
Restrictions on Professions: No Dwarven Mages or Bards. Dwarves know of spells and 
enchantments, but generally scoff at the ways of Elvesor other conjurers, preferring in- 
stead to use such power in the making ef permanent physical items. Traditional Mages 
and Bards are unheard-of; instead they produce alchemists and engineers. 


Background Options: They get four backgreund points. 


UMLI 

The Umiilive in the Far North of north-central Middle-earth, east 
of the Lossoth. They are a race of short folk who apparently came 
from an ancient union of Men and Dwarves. Legends call them 
Half-dwarves. 
Physical Character 


Build: Strong and compact, with large features and considerable facial hair. Males 
average 150 peunds; females 135 peunds. 


Coloring: Ruddy skin and red hair, with penetrating pale blue eyes. 


Endurance 
climates. 


Helght: 4-5 fect. 
Lifespan: 100-200 years. 


Resistance: Umli have а +30 bonus versus cold/ice attacks and a -15 bonus versus 
heat/firc attacks. 


Special Abilities: Umli need sleep but three hours a day. In the celd (below 35°) they 
halve any encumbrance penalties: above 90° they suffer double encumbrance penalties. 


: Exceptional in cold chimes; average in temperate areas; poor in warm or hot 


Culture 
Clothing and Decoration: Fur-l шой skin coats, shirts, pants, boots, and hoods. 


Fears and Inabillties: None. 


Lifestyle: Hunters, gatherers, and fisherman, they move from site to site depending on 
the season. Most reside in caves or underground settlements. Many mine, and the Umli 
are accomplished smiths and artisans. 

Ма 
Religion: Somewhat formal. They worship Eru and the Valar, and revere Aulé (who 
they call МаМїс) above all ethers. 


ige Pattern: Monogamous. The line is traced through the male. 


Other Factors 
Demeanor: Possessive, persevering, stubborn, fierce, and yet quiet. 


Language: They speak Umitic (Rank 5). Some know a little Габра (Rank 2), Westren 
(Rank 2), or Khuzdul(Rank 1). 


Prejudices: They hate Dragons and Wargs above all other races. 
Restri 


ns on Professions: None. 


Background Dptions: They get four background points. 


Race Descr iptions/Eives. 


ELVES (Quendi) 

Elves were the first to awaken and venture onto Middle-earth. 
They are a graceful and noble race of immortal beings who resemble 
Men, but shine with an inner glow which betrays the spirit of unique 
thoughts and gifts. No race has been blessed with more, or cursed so 
much by the hand of Fate. 

Though basically similar to rnortal men in most ways, Elves have 
several important, if subtle differences. As a race they are taller than 
humans but they are uniformly slender and have less body hair. 
Elven men have no beards. Fine features and fair, unmarred skin 
combine with sparkling eyes to give the Elf an enchanted aura. A 
strange deftness and ease of movement give them a graceful quality 
and it is not surprising that they are very agile and so light afoot; 
theyleave fewtraces of their passing and can walk on the surface of 
freshly fallen snow. Their gentle physical appearance belies great 
strengths, however, for they are highly resistant to the crippling ef- 
fects of extreme temperatures, and are immune to disease and ill- 
ness. 

They are also immortal, and age in a graceful, nearly impercep- 
tible manner. Elves commonly die from only two causes: through 
violence, or as a result of a weariness of the world. In the latter case 
an Elf is simply overcome with grief over the course of time, thereby 
losing the will to live. All the Elves who pass away are gathered in the 
Halls of Mandos, the Place of Awaiting, in the far west of Aman 
(Valinor). There they await the End of the World, or are released 
back into the world to replace another of their line who has per- 
ished. In a sense, Elves are often reborn as descendants of 
themselves. 

The Elves revere the Valar and many know their nature well. Still, 
they have no formal religron; instead they show their respect 
through poetry and song and gather to celebrate life and the gifts 
from on high. This respect for the way of things is largely tied to 
their acceptance of their close ties to the Fate set down in the Song of 
Creation, although much of it also stems from an understanding 
and joy regarding the creations of nature which have been handed 
down and overseen by the Valar. Above all but Eru they worship 
Varda, Queen of the Valar and fairest of all creations. She is the 
bringer of light and they call her “Lady of the Stars” (Elentári or 
Elbereth). 


Elves do not need sleep. Instead, they receive rest through medita- 
tion involving memories, past events they recall with remarkable 
vividness. Normally they go into this trance-like state for approx- 
imately two hours each day, although they can function for many 
days with little or no relief. While in their meditative state, Elves are 
extremely difficult to awaken; they rise at a point previously de- 
cided. This manner of rest is in keeping with the Elven fondness for 
the night. Men have often referred to them as people of the stars 
with good reason, for Elves see as well on a star-lit evening as aman 
would at the height of day. Elven sight is ideal for the partial 
darkness of the shadowy forest or cloudy sky, and allows them a 
mobility unlike that of any other race. In absolute darkness, 
however, they suffer as others do; they can not see at all. 

Their sense of hearing is also superb, and no doubt accounts for 
the Elven skills with music. Their reverence for song is unparalleled 
and has affected their language and way of keeping precious 
records. The Elves were first to use spoken words and have taught 
the other races of the gift of speech; thus their own name for their 
kind: “Quendi” — the “Speakers”. All of their speech has a musical 
quality when spoken properly, len: elf well to verse. Elven 
Bards, then, have had little trouble in maintaining the histories and 
epics of their race as a collection of wondrous songs and spoken 
poetry. 

There are two major groupings of Elves in Middle-earth. Their 
split in the early First Age formed the basis for the development of 
two separate Elven cultures. The most exalted group is the Eldar, 
the three kindreds (Noldor, Vanyar, and Teleri) which made the 
Great Journey across Middle-earth during the Furst Age. Most 
settled for a time in Aman (the Undying Lands), or along the shores 
of now-sunken Beleriand. Only the Noldor and Sindar (a group of 
Teleri) remained in Middle-earth following the War of Wrath that 
ended the First Age. All other folk are called Avari or Silvan Elves. 
They are commonly called Wood-elves. 

From these cultures came the three groups which form the Elven 
races of Middle-earth: (1) the Noldor, (2) the Sindar, and (3) the 
Silvan Elves. 


HALF-ELVES (Peredhil) 

Half-elves are a rare breed, the offspring of Men and Elves. While 
the Dünedain, Corsairs, and Black Nürnenoreans have Elvish (and 
even Maia) blood, their connection to Elves lies in the remote past 
and they are not called Half-elves. True Half-elves have one Elven 
parent and one Mannish parent. 

Upon reaching adulthood, a Half-elf must decide whether to live 
as a mortal Man or an immortal Elf. Elrond of Rivendell chose the 
latter course, while his brother Elros — first King of Númenor — 
opted for mortality. Those who become Men receive the Gift of 
Death and are not bound to Fate like their Elven kin. 

Physical Character 


Build: Strong and slender. thinner than Men but stouter than Elves. They have thin, 
angular features. Males average 200 pounds, females 140 pounds. 


Coloring. Fair, generally with brown or black hair and grey eyes. 


Endarance: Considerable. Half-elves need but 4 hours rest a day: sleep for топа} or 
meditation for the immortals. 


Height: Males average 6'3", females 5°11”, 
Lifespan: Mortal Half-elves live 250-500 years. 


Resistance: Half-eives are virtually immune to disease and natural illness. They have a 
+5 bonus against cold attacks, 


Special Abilities: Half-elves can see extremely well in the datk. Under moonlight or 
starlight they can see perfectly for 500’. in other darkness siluatronsthey see as Elvesdo 
(50° to 100" if a light source is available). 


Culture 
Clothing and Decorsilon: Varies, although it isgenerally well-madeand beautifully and 


subtly adorned. Favored colors аге deep blues and greens, greys and grey-greens, silver, 
and while. 


Fears and Inabilities: None. 


Lifestyle: Varies, although tbey generally live in secluded retreats or havens, or among 
Elvenkind. Their culture is much like that of the Sundar. although they are constantly 
concemed with the ways of Men. 


Marriage Ракета: Monogamous. The line is traced through the male or female. 
Retigion: Quiet, personal, and involving meditation. They respect Eru and the Valar 
and revere Varda and Oromë above all others. Those who live by the sea hold Ито 
dear. 

Other Factors 

Demeanor: Patient, reserved, considerate, balanced, mellow, and thoughtful. 


Language: Most speak Sindarin (Rank 5) as their first toogue. They all know Westron. 
(Rank 5) and some Quenya (Rank 3). 


Pre judices: Orcs are their sworn enemies. 
Restrictions on Professions: None. 


Background Opttons: Recause of their strong cultural and racial ties they only get Ibree 
background points. 
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THE NOLDOR (sing. Noldo) 

The Noldor are often called “High Elves” or “Deep Elves”, osten- 
sibly because they are considered to be the most noble of the Quendi 
in Middle-earth. In reality, they are so named because they are the 
only Elves living in Endor who have ever resided in the Blessed 
Realm of Aman across the sea. This exalted status is accentuated by 
their close ties with the Valar, a relationship which accounts for their 
unique cultural and linguistic roots. Other names for the Noldor in- 
clude Deep-elves, Gelodhrim or Gelydh (Sindarin labels), and 
Námin (Edain label). 

Finwë was the first King of the Noldor, which is counted among 
the Eldar as the Second Kindred, Finwé’s sons — Fëanor, Fingolfin, 
and Finarfin — produced the three traditional lines which compose 
the whole of the Noidor. 

Physical Character 
Build: Of all the Elves, the Noldor are the strongest and sturdiest of build, although 
they are still slimmer than Men. 


Coloring: Most are dark haired and have greyish eves which betray a proud looking 
manner. Descendants of the Fingolfin and Finarf n are often fair haired and blue eyed, 
for their blood eontains Varyar iniluences. 


Endurance: They do not carry great burdens, but they are capable of traveling 16.20 
hoursa day. TheNoldor do not sleep; instead they rest in a trance for 1-3 hours a day 
(this restores any Power Points using casting spells). 

Height: Males average 6'7”, females 6'3”. 


Lifespaa: They areimmortaland will only die dueto violenceor if they weary oflife and 
losc the will to live. 


Resistance: They cannot become sick or scarred and are virtually immune to disease. 
+20 bonus versus cold attacks, 


Speci Abllities: No race sees better outside during the darkness of night than the Elves. 
Their vision under moonlight or starlight is as good as a Man's during the height of day. 
In other situations when there is any light source, Elves can seeat least 50” perfectly and 
fairly weli up to 180. In absolute darkness, however, they are no better than Men Q.e., 
they can't see at all), Their hearing range is three times the norm. 

Noldor are unparalleled at understanding and working with crafts. +20 for Item Use 
rolls. 


Culture 

Clothing and Decoration: They favor rich clothing and fine craftmanship, and often 
have the appearance of great wealth. 

Fears and Inabilitks: None. 

Lifestyle: Of all the Elves of Middle-earth, the Noldor are the most erdered. While their 


brethren are content to wander or mark time in quiet diffusion, che Noldorseek to build 
communities and states in beautiful, guarded places. 


Marriage Pattern: Monogamousand for life. Theysometimes marry mortal Men. Such 
unions produce Half-elves. 


Religion: Informal and centered around communal celebration and personal medita- 
tion. Like the Dwarves, the Noldor are fiery craftsmen whoare fast friends ef Aule, and 
it is the Smith who imbued tliem with a heightened respect for physical objects. It is not 
surprising, then, to fund that the Noldor revere Aulé more than any other Vala, save 
Магда herself. Like all Elves, they огур Varda as giver of Light and maker of the 
stars. 


Other Factors 

Demeanor: Regardless of the line, all Noldor are noble of bearing and carry themselves 
with assurance. They are haughty and often appear to be arrogant. Of allthe Elves, they 
are the most inquisitive and passienace, being full of a lust for experience and expertise 
in the arts and the ways of the world, Because of this thirst for knowledge the Noldor 
have often fallen prey to Just, cerruption, and strife. 

Language: The Noldorin tongueiscalled 8uen yo(Q. “The Speech"; pronounced Kwen- 
уау, and they embrace it as their true tongue (Rank 5), but largely confine its use to their 
own environs. It is still the exclusive language of ceremonies, writings, and oral tradi- 
tious, regardless of circumstance. For other uses outside of their quiet territory the 
Noldor employ the language of their more numerous Sindarcousins, Sindarin (Rank 5). 
When dealing with Men or races unacquainted with Sindarin, tbey rely on tbe Common 
Tongue of Westron (Rank 5) or, more rarely, the Ad@naic of the Dúnedain (Rank 3). 
Frejodices: Phe Noldor hate Orcs, Trolls, and Dragons above allcreatures. Dueto their 
pride they look down upon non-Dünedain Men. 

Restrictions on Professions: None. The term Noldor means "Wise" or "Knowing", and 
serves as a fine label for the Second Kindred. For this reason, they produce the greatest 
number of Elven bards and loremasters. 


Background Gptions. Since the Nokor are Elves and tied by their immortality to the 
Song of Creation, they are strongly bound to Fate and get only two background points, 


SINDAR (sing. Sinda) 


HALF-ELVES (Peredhil) 


ELVES (Quendl) 
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Race Descriptions/Elves 


THE SINDAR (sing. Sinda) 

The Sirdar or “Grey-elves” are Eldar and were originally part of 
the great kindred called the Teleri. Unlike the Noldor, Vanyar, and 
bulk of the Teleri, the Sindar chose not to cross over the sea to 
Aman; instead they stayed in Middle-earth. They, like the Silvan 
Elves, are part of the Moriquendi, those Elves who never saw the 
Light of Valinor. 

Physical Character 


Guild: Thin when compared to Men, the Sindar are nearly as tall as the Noldor but are 
generally slighter of build. They are more muscular than the Silvan folk. 


Coloring: Most have fair hair and pale blue or grey eyes. Like the Noldor, they have 

light skin. 

‘Endurance: Same as for Noldor Elves. 

Height: Males average 6'5”, females 6'1”. 

Lifespan: Same as for Noldor Elves. 

Resistance: They cannot become sick or scarred and are virtually immune 10 disease. 

+15 bonus versus cold attacks. 

Special Abilities: Vi 
The Sindar are less musical than the Vanyar or Silvan Elves, and are less skilled in 

forging or craftsthan the Noldor. Nonetheless, the y are adeptat all theartsand excelin 

their special provinces. No race builds better boats or ships. 


п same as that of Noldor Elves, 


Culture 

Clotbísg aod Decoration: Sindar clothing is exceedingly well made, yet subtle and 
utilitarian. They donot favor the rich garb of their Noldor cousins. Greys and silvers are 
their chosen colors. 

Fears and Innbilities: None. 

Lifestyle: The Sindar are the most open and cooperative of Middle-earth's Elves. They 
acegreat teachers and borrowers and have an interest in the works of atl races. Thisisin 
contrast to the more inquisitive Noldor, who are quick to scoff at things which are 
subtle of modest in appearance or utility. Grey-elves are a settled people and enjoy the 
company of others. Unlike the Silvan Elves, they burld towns and havens and gather in 
close-knit communities. 

Marriage Pattern: Same as for Noldor Elves. 

Rellgjou: Informal and centered around communal celebration and personal medita- 
tion, just as those of other Elves. Like the Noldor, they revere Eru and see Varda as 
their patron Vala. They also have a special respect for Ulmo, the "Lord of Waters". 


Other Factors 

Оелеапог: Of the three Elven races of Middle-earth, the Sindar are the quietest and 
calmest, and appear to be the most content. They are less frivolousand playful than the 
Silvan Elves and areless fiery and passionatethan the Noldor. Sindar feelings are deep 
and not easily aroused, but when they aretheycannot be stayed. This is the root oftheir 
Sea-longing. 

Language: Their own speech Sindarin (Rank 5) has become the principal speech of all 
the Elves of northwestern Middle-earth and has heavily influenced mannish tongues. 
Nonetheless, the Sindar know Westron (Rank 5), Silvan (Rank 4), and some Quenya 
(Rank 3). 

Prejudices: The Sindar are great friends of most races and have remained particularly 
close 10 Dwarves. Their chief enemies are Orcs, Wargs, and Dragons. 

@esuictions on Professions: None. 

Background @ptions: Since the Sindar are Elves and tied by their immortality to the 
Song of Creation, they are strongly bound to Fate and get only three background 
points. 


SILVAN ELVES 

When the Eldar departed from the oi al Elven homeland dur- 
ing the Elder Days, a number of their brethren remained behind. 
They decided not to seek the light of the Aman and were labeled as 
the Avari (О. “Unwilling, Refusers"). These kindreds were left to 
fend for themselves during the days when Morgoth's Shadow swept 
over the East. During these dark times they were forced into the 
secluded safety of the forests of eastern Middle-earth, where they 
wandered and hid from the wild Men who dominated most of the 
lands. They became known as the Silvan ог Wood-elves. 

As a result of this co-mingling, some confusion arose as to the 
identity of Silvan kindreds, and many of the Teleri have been called 
Wood-elves, but here the term is only applicable to the Avari. 


Physical Character 
Build: Most are slight of build, and all are thin by mannish standards. 


Coloring: Ruddy of complexion, with sandy hair and blue or grecn eyes. Generaliza- 
tions are difficult, however, since there are many kindreds and there is wide variation 
among them. 

Endurance: Same as for Noldor Elves, 

Height: Males average 6'0”, females 59”. 

Lifespan: Same as for Noldor Elves. 


Resistance: They cannot become sick or scarred and are virtually immune to disease. 
+10 bonus versus cold attacks. 
Special Abilities: Their visionis the same as that of Noldor Elves. 

The Silvan folk are superb musicians and have tremendous hearing, even for Elves. 
+10 to Bardic spell attacks. They are also elusive. +10 for trickery and Stalk- 
ing/Hiding maneuvers. 


Culture 

Clothing and Decoration: Their preferred clothes are usually forest green, grey, or 
brown, and are generally functional in design. 

Fears and Insbüities: None. 

Lifestyle: The culture of the Silvan Elves is best characterized as unstructured and rustic 
by Elven standards, but rich and relatively advanced wben compared 10 the ways of 
Men, They have always been independent, but as of late many have settled in kingdoms 
ruled by the Noldor or Sindar. Still all the Silvan folk enjoy a good journey or adven- 
ture and most look at life much as a game to be played. Music and trickery are their 
favorite pastimes. The Silvan Elves are alse masters of the wood and know much of 
wood-craft and wood-lore. 

Marriage Pattera: Monogamousand for life. They sometimes marry Men. Such unions 
produce Half elves. 

Religion: Informal and centered around communal celebration and personal medita- 
tion. Like all Elves, they worstu'p Varda as giver of Light and maker of the stars, The 
principal difference is their strong attachment to the Vala Oromë, the “Huntsman and 
Tamer of Beasts”. 


Other Factors 

Demeanor: They are а fun-loving but guarded folk, Outward mirth often hides their 
grim intentions. 

Language: Silvan tongues(Ber teur) aretlieir favored languages (Rank 5), although the 
Silvan Elves of Mirkwood and places further west generally use Sindarin (Rank 5) as 
their native tongue. Because all Elvish has a song-like quality, however, the slightly 
unique Silvan vocal pattern betrays their racial origin, even when they employ the 
tongues of the Eldar. Most know Westron (Rank 4)anda little Quenya (Rank 2). 


Prejudices: The Silvan Elves seclude themselves more readily than the Eldar, for they 
have а less friendly history of relations with Men. They despise Ores, dislike Dwarves, 
and are suspicious of Men. 

Restrktioas oa Professions: None. Of ай the Elven groups, they are the quickest to 
employ spells, and often use magic for simple uses or meretricks. Still, they are not nor- 
mally prone to use magic of ereat power. 

Background Options: Since the Silvan Folk are Elves and tied by their immortality to 
the Song of Creation, they are bound to Fate and get four background points. 


Race Descriptions / Hobbits 


» 


HOBBITS (Kuduk) 

Hobbits have an unclear origin, although it appears they arose in 
the East in the First Age, at about the same time as Men. Indeed, 
they are said to be related to Men. Their habits, however, are 
unique: they burrow and dig and reside in “holes”; thus their name 
Kuduk, which means “hole-dweller” (from the ancient Rhovanion 
Hobbitish Küd-dükan). 


Physical Character 

Build: Smallest of the speaking people, Hobbits average between 2and 4 feet in height, 
and tend to be fat or pudgy. They have large and hairy feet — to the point of being 
furry. 

There are three principal varieties, or tribes, of Hobbits: the Harfeets, Stoors, and 
Fallohides. The Fallohides are the tallest and average between 3 and 4 feet in height, 
They have fair skin and, of all che groups, resemble Men the most. Ther numbers are 
small, however, and some observers have confused them with nearby mann'ish groups. 

The most common Hobbits are Harfoots. They are the smallest in size and the 
darkest in color, rarely exceeding 3 feet in height and having brown skin and hair. Neat 
and uniformly beardless, they are in many ways the picture of the average Hobbit. 

The Stoors are the stockiest Hobbit folk and often appear shorter than some of the 
Harfoots because of their wide profile. Generally, however, they arc taller than Har- 
foots and shorter than Fallohides. Their coloration is also somewhat of a compromise, 
although they have curly brown hair which resembles that of their shorter cousins. 
Nonetheless, the most dist/nguishing features of Stoors are their huge hands and feet 
басе even by Hobbit standards) and frequent beard growth, 


Endurance: Hobbits have a subtle ruggedness which is akin to that of Dwarves and 
rcs. When pushed, they can travel long distances over tough terrain, despite the fact 
that their normal routine requires frequent meals and relaxation. 


Lifespan; 90-110 years. They become adults at 30. 
ıe to heat and cold. Accordingly, they 


y and innocence gives them height- 


Resistance. Their feet and hands are almost im: 
re alm ost always barefoot. Their innate 
ened resistance to magical attacks. 


pli 


Special Abilities: Dexterous, they move nimbly and quietly. Their long, strangely 
slender fingers allow them toeraft fine handiwork and help explain their fine reputatron 
as thieves. 


Clothing and Decoration: They wear linen or wool garb — shirts, pants which fallto the 
upper ankle, and brightly colored vests. They occasionally don hats, but rarely wear 
shoes or gloves. 

Fears and Inahilities: Hobbitsshy away from the bizarre or unusual, but otherwise have 
normal dispositions. 


Lifestyle: They are sapable craftsmen, but are not friends of complex machines or 
magic. Their vicesare few: six hefty meals a day, pipeweed smoking, and bright apparel. 
Still, regardless of this dull and insular lifestyle, the Hobbits steady approach to life has 
proved successful; in the face of wars, plagues, and famines they have survived rcla- 
tively undisturbed. 

Some Hobbits are curious enough to travel or adventure a bit and the Fallohides have 
produced a considerable number of rather bold individuals. Each Hobbit tribe has its 
own favorite locale: Fallohides enjoy the woodlands found in cool northern climes; 
Harfoots favor hillsides and highlands; and Stoors prefer riversides and flatlands. Ac- 
cordingly, their preferences have had an effect on theirliving patteras. The conservative 
Harfoots, for instance, have always had sites for theirtraditional smiie/sor Hobbit-hole 
houses, while tite Stoors and Fallohides have begun relying on surface dwellings of 
wood, brick, or stone. 

All the Hobbits enjey the simple life of farmers, millers, and craftsmen. Workshops 
and sheds dot their territories, uniformly low structures, for the half ings hate towers 
and rarely build above the first stor 

In the Shire (К. "Süza") the traditional off се of the ruling Thain is hereditary. 


Marriage Pattern: Monogamous. Harfoots and Fallohides trace their lines through 
either the male or female. Stoors trace theis through the female. 

Religion: Hobbit religion is without exception low-key and informal. k is actually a 
series of joyful celebrat‘ons centering on the gifts of Nature, Mid- years (midsummers) is 
the time for thesummer festival, while the two Yule days at the beginning and end of the 
year mark the heginningof the return of the Sun and the march toward Spring. Harvest 
times, of course, are always of special note- 


Har foots 


T 
HOBBITS (Kuduk) 


Other Factors 

Demeanor: Hobbits are basically chet y, conservative, unassuming, and peaceful folk. 
Ambition is not part of their makeup. Most are conformists who avoid the unknown 
and shun adventure, preferring instead te stay within the comforts of neat, humble 
villages 


Language: Hobbits speak their own suhtle variant of Westron(Rank 5) which is modern 
Hobbitish. This adoption of the Coaunoa Speech is indicative of their subile adapt. 
ability, for the whole of the tribes abandoned the original Kuduk tongue when they 
migrated out of Rhovanion in the 13th and 14th centuries of the Third Age. The tradi- 
tional Westron name for Hobbits is Benakil (U. "Halfling"). 


Prejudices: Fallohides are the most prone to mingle with Big People. Stoors rarely deal 
with other races and the Harfoots, for the most part, prefer to interact with the grun 
Dwarves. All Hobbits share in hating Wargs and Orcs. 


Restrictions on Professions: Hobbits produce no Mages, Animists, Bards, or Raugers. 
Background Options: Those Hobbits who dare ventureaway from home areassumedto 


be extraordinary, and therefore get five hackground points. 


Race Descriptions/Men 


MEN (Hildor or Atani) 

Men were the Secondborn and first arose in the Far East during 
the First Age. There, in aland called Hildórien, they awoke to finda 
wild continent and it was sometime before they first encountered the 
Firstborn, or Elves. It was the Elves who gave them the name Hildor 
(El. “Followers” ), although they аге now more commonly called by 
the Quenya Atani or Sindarin Edain (“Second People”). 

Men differ from the Elves in many ways, the least subtle of which 
is their “Gift of Death”. Men are mortal and live their brief lives with 
a fire and passion unlike any other race. They are also varied and 
often flawed and vuinerable. Unlike the Firstborn, they are quite 
susceptible to disease and temperature extremes. At the same time, 
however, they rarely weary of life. 

There are two greater groupings of Men: the High Men, who are 
commonly called Edain; and the Common Men, those who did not 
ally themselves with the Elves in the wars against Morgoth. Some 
speak of the Northmen as a third group, Middle Men who are ra- 
cially close to the Edain, but did not benefit from any contact or 
alliance with the Elves. 


High Men are exceptionally large, averaging 63" to 6'7" and 
weighing 200 to 275 pounds. Their great bones and musculature 
gives them a grand appearance; only the Noldor Elves rival their 
strength. They are not as nimble or resilient as the Elves, however. 
Thehair of High Men is dark-brown or coal-black — their eyes blue, 
grey, or black — and they tend toward fair skin. Those of pure 
blood live as long as 250-300 years. 

Common Men are more numerous and less blessed. Stocky and 
relatively short ($' to 64"), they have produced a wide variety of 
types. Their hair and skin colors vary from the deepest brown and 
blacks to the lightest shades of blond and cream. Unlike the High 
Men, many wear beards and mustaches. From their ranks come the 
vast majority of Middle-earth's mannish lines. 


BEORNINGS 

Also called Beijabar or Bajaegahar, this dispersed group of large 
men has a confused origin. They are a Northmen branch related to 
the Woodmen, Lake-men, and Dale-men of Rhovanion, although 
they apparently became distinct in elder times, probably before the 
Northman migrations out of Eriador. Their numbers are few, and 
some have distinguished them as a clan rather than a separate peo- 
ple. Culturally, and to some degree physically, however, they are 
unique. 


Physical Character 


Build: Physically, the Beorningsare the largest of the Northmen, and all are strong of 
build and bone structure. Men areexceedingly hairy; they average 220 pounds. Women 
average 145 pounds. 


Coloring: Their complexions are fair, but unlike most Northmen (who are usually 


blond), the majority have reddish hair. 
Endoraace: Beornings need sleep only twice every three days. 
Hei 
Lifespan: 80-100 years, 


Men average 64", women 57”. 


Resistance: Average, 
Special Abilities: Wild animals wil not attack а Beorning unless a 


ly provoked, 


Culture 


‘Qothing and Decoration: They are extremely hairy, and their tendency to wear furs 
gives them an "animal.like" appearance. Favoring rugged tunics, сарез, and woolen 
pants with leggings. they rarely wear апу traditional armor. 


Fears and Inabilities: They shy away from civilized areas. 


Lifestyle: Beornings have traditionally lived in smallgroups or single families оп well- 
tended “manors”, Some, like Beorn’sline, have favored relative lowlands, whilethe mi 
jon'ty reside in the passes and foothills of the Misty Mountains or Grey Mountains. In 
each case, their presence is extremely subtle. Beorning families tend botb ibem andtheir. 
surrounding manors with tbe aid of a wide variety of friendlyanimals, members of the 
household which appear lame to the outsider. Males leave their manors for extended 
periods in order to conduct military, religious, or social affairs 


Marriage Pattern; Monogamous. The line istraced through the male. 


Religion: Centers on the ancient Cult of the Bear { Rh. “Bairakyn”). The head of the 
Cult, or Waildanbair ( Rh. “Ruling Bear”), is also the hereditary lord ofthe whole Beor- 
ning clan and is the foremost of the famous Shape-changers. During their secluded 
ceremonies these Men take tbe form of bears and recreate their ancient legends and 
epics using complex dance rituals. These gatherings occur atspecific holy places whicb 
have some connection to their patron Vala Oromë (who they call Arow). 


Other Factors 

Demeanor: Beornings are loners by nature, but enjoy their rare moments with others. 
Generous and normally quiet and introspective, they can become jovial and explosive 
when in social situations. Their deep, thundering laughteris legend. As warriors, Beorn- 
ings are fierce and often uncontrollable. This is particularly true of the rare Shape- 
changers, for they have a tendency to transform into Bears when outraged or overly 
stimulated. Once Bears, they can attack with tremendous force, but they have Bittle 
more than singlem nded instinct to work upon. 

language: Bcornings generally use two forms of communication: their standard 
language Atliduk (Rank 5), and tbe system of Nature-signals called Waildysh (Rank 5). 
The latter can be used to speak over long distances without betraying one's presence, 
since the sounds are merely variations on the noises of the wild — beasts, the wind, and 
the like. Most Beornings also know Westron (Rank 5) and the Woodman tongue 
 Nahaiduk (Rank 5). 


Prejudices: Beornings hate Ores, Wargs, Trolls, Giants, and Dragons. 


Restrictions ов Professions: Bcornings produce no Mages. A few, however are Shape- 
changers who can change from Man to Bear-form, but have limited control over tbis 
process. They have a Shape-changing Skill which increases by two Ranks each level. 
Each Rank gives them a bonus when they attempt to change form or resist Involuntary 
change while under stress (e-g., stay In Man-form after being struck in combat). This 
Skill is accessible only to noble Beornings. It is treated like any other Secondary Skill 
and all rolls are resolved on the Static Maneuver Table (MT-2). 


Backgronnd @ptions: Those Beornings who leave their tight society are assumed to be 
special, and get five background points 


Race Descriptions/Men 
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BLACK NÜMENOREANS 

The term "Black Niímenerean" (S. "Mormímenedain") is used to 
describe Men of Dúnedain stock who are descended from the “Un- 
faithful" Nümenorean colonists and conquerers who came to 
Middle-earth during the middle and late Second Age. These Un- 
faithful had broken with the Valar and Elves who had bequeathed 
them the island kingdom of Númenor at the beginning of the Second 
Age, and many worshipped their own idols or paid homage to the 
Dark Lord Sauron. Gradually, the Unfaithful came to control 
Nümenor and her colonies, the greatest of which was centered 
around the Havens o f Umbar. When Nümenor was destroyed by 
Eru in S.A. 3319 many of the Unfaithful survived in their refuges in 
Middle-earth. 

Black Numenoreans, therefore, are actually very similar in 
physical and cultural character to the Dúnedain. Certain changes 
have occurred after their centuries of separate development, but 
both groups have actively sought to remain relatively pure and true 
to their origins. 


Physical Character 

Build: Streng and imposing, with angular features. Men average 225 pounds, women 
150 pounds. 

Coloring: After long years in the hot South, the Black Мітепогеапз have lanncd, grey- 
brown skin, and black hair. Their piercingeyes are various shades of grey. 
Endarance: Considerable 

Height: Men average 64”, women 5710”. 

Lifespan: 90-175 years. 

Resistance: Average. 


Special Abilities +25 to Sailing maneuvers. +10 to melee Offensive Bonuses, 10 to 
Defensive Bonus. 


Culture 

Clotting and Decoration: Black and gold are their favored colors. They wear rich 
clothing made of dyed silk and cotton, Gems and feathers add elaboratron. The karma 
— Nümenor's famous overlapping seale helm surmounted by acolored leather fish crest 
— is still in use. 

Fears ond Inabilities: They fear Death, but not in battle. Conf dence and passion lead 
them to believe they can overcome any known physical enemy. 

Lifestyle: Black Nümenorean culture reflects a rigid slant. Their societies are well- 
ordered and ruled by force of personality, backed by harsh law. Dictators and oligarchs 
hold sway over the people, most of whom are snbject races who serve and paytribute to 
the Black Nümenorean upper class. Warriors are considered the elite and most Меп 
serve in the army at one time in their lives. This has enabled them to almost always be at 
war. Superb craftsmen and fighters, the Black Nümenoreans are experts at ship- 
building and naval warfare. 


Marriage Patiern: Monogamous. The line is traced through the male. 


Religion: Organized religion isthe nerm among Black Nümenoreans. The most impor- 
tant cults are those pertaining to death and the afterlife, for these old Námenorean con- 
cerns have been perpetuated and modif'ed. Mummification is the norm. 

Most revere their own local heroes or gods associated with war, power, terror, and the 
unknown, They see the untamed Darkness as the only frontier they cannot master; 
therefore they worship it. Those few that still worship the Valar favor Tutkas the 
Strong, the greatest master of strength and deeds. It is the always-laughing Tulkas who 
best embodies the spirit of raw strength, for he is quick to make war, weak of ceunsel, 
forthright, and sworn of passion and honor. 


Other Factors 

Demenaor: Black Námenoreans are generally hadghty and self-centered — rash, cont 
dent, and full of pride, They believein their own superiorityandsupport the view that it 
is the destiny of their race to rule Middle-earth. Their views have made them quick to 
strike a blow; warlike and single-minded, they enjoy a fight. When ina superior posi- 
tion they will rarely offer quarter. 


Language: They have a strong passion for tradition and have, therefore, maintained the 
Ad@naic tongue of Númenor in a relatively pure foim (Rank 5). Mest alse know 
Westron (Rank 5) and Haradaic (Rank 5). 

Prejudices: Black Námenoreans are biased against ncarly every other people, but their 
prejudices againstthe Elves and the Dúnedain arc particularly vehement. 

Restrictions en Professions: None. 

Background Options: Due to their stratified society and rigid upbringing, they getthree 
background points. 


CORSAIRS 

The Cersairs are descendants of the Dünedain rebels who fled 
from Gondor in the wake of the Kin-strife of T. A. 1432-47. Most 
settled in Umbar in T.A. 1447 and began a long struggle for control 
with the stronger Haradan and Black Nümenorean elements. Since 
that time modest inbreeding with the locals has created a somewhat 
distinct group, although their Dunedain roots remain strong. They 
long to reclaim Gondor as their own. 


Physrcal Character 
Build: Strong of build; males average 228 pounds, women 145 pounds. 


Coloring: Corsairs are generally fair skinned and have grey or bluish eves and black or 
dark brown hair. 


Endurance: Considerable. They do not ger seasick, 
Height: 
Lifespan: 95-190years. 


Men average 6'3", women 59". 


Resistance; Normal. 
Special Abilities: +25 bonus for Weather-watching or Star-gazing activity 


Culture 

Clothing and Decoration: Corsairs favor purple, red, and gold clething made from silk 
or fine cotton, They wear tunics and only rarely don leggings. Men wear gold collars, 
while women are well-adorned with jewelry. 


Fears and Inabilities: Disease and illness, and their own natural mortality. 


Lifestyle: Corsair culture reflects the conservative elements found among Gondor's 
aristocracy, only it is carried to an extreme. The warm coastal influence of Umbar has 
added some additional influences, mostly Black Nümenorean, and the result is а 
throwback to the ancient marine culture of Númenor- 

Marriage Pattern: Monogamous. Line is traced through maie, 


Religion: Corsair region is preoccupied with Death and Darkness, and largely revolves 
around ancestor and hero worship. Great Nimenorean Kings are revered as godlike. 
Ceremonies dwell en the perpetuation of the life of the individual and, morc impor« 
tantly, the lineage. The dead are buried with elaborate fanfare and are laid to rest in a 
preserved state, one of pronounced splendor. 


Other Factors 

Demeanor: Aggressive, haughty, determined, embittered — the Corsairs have the at- 
titude of royalty in unjust exile. 

Language: The first tongue of the Corsairs is Adûnarc (Rank 5), since they identify it 
with Niimenor and the line of the Dúnedain. All of them speak Gondor's Common 
Speech, Westron (Rank 5), as well as the Haraday'c (Rank 4) of Umbar's citizenry. 


Prejudices: The Corsairs are а minority group and are locked in a constant struggle with 
their allies the Black Nümenoreans and Haradrim. They look upen both groups with 
suspicion and some disdain. The Black Nimenoreans, like the Déneda.n, have in many 
cases married subject peoples and the Corsaire consider this a sign of weakness. They 
view the Haradrim as yet another inferior гасе, one which must be tolerated. Their. 
greatest enemy is the Northmen (Rohirrim, Woodmen, Beornings, etc.), because they 
are held to blame for the Kin-strife. 


Restrictions on Professions: None. 


Background Options: Normal, five background points. 
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DORWINRIM (sing. Dorwinadan) 

The Dorwinrim occupy the lower Carnen valley and the region 
running south from the river to the northwest shore of the Sea of 
Rhün — the land called Dorwinion. They are a mixture of North- 
man and Easterling stock. 


Physical Character 


Build: Docwinric аге зіму larger than most groups labeled as “Common Men": 
males average 160 pounds, females ПО pounds. Overall. they are somewhat stocky and 
have wide features; narrow noses and eye slits are the only exception. 


Coloring: Their fair, slightly yellowish complexion is unique. They have subdued eyes 
which are usually brown (like their straight hair), although some are blue or green. 


Endurance: Average. 
Height: Men average 59". women 5'2' 


Lifespan: 60-38 years. 
Rextmance: Normal. 


Special Abilities: +30 bonus to RR versus poisons. + L$ for Actingor Public Speaking 
situations. +10 for Rowing maneuvers. 


Culture 
Clothing aud Decoration: A » ide variety of wols and linens. They wear sh'utsand 
pants and adorn themselves modestly. 


Fears and Inabilities: None. 


Litestyie: They are traders and tiver-men who abandoned their aomadic past in favor of 
an urban, albeit rustic life. Dorwinion is known for its fine wines and strong oils. Vines 
cover the land and provide the principal sources of income: grapes, olives, wine, olive 
ой, ctc. Additianal revenue comes from the Sca of Rhün: shellfish products, food, and 
dyes bring good money to the Dorwinrim. 


Marriage Pattern: Monogamous. The iine is traced through the male or female. 


Religion: Docwinrim religion is a prominent and stable element. It is a unifying force 
among a people who have no formal law and equate authority with power. Worship 
centers around tribal and clann'sh totems (L. “балаг, holy symbols which represent 
defied heroes. The heroes are believed to have power over the places they influenced 
during life and hold sway over the udescendants. Therefore, a family or clan guards lts 
territory religiously. The totems are also crucial, since they are believed to have real 
power and are the sole means of communieation with the hero they represent. 


Other Factors 

Demeanor. The Docwinsim are known for their hardy, hospitable character. Most 
favor strong drink and story-telling and never shy away from a celebration. Their 
distinct rolling laughter and physical closeness (e.g. huggiag) adds to their ceputation 
of friendliness, although it is somewhat deceiving; а Dorw'umdan may appear closer. 
than he really is. The Dorwiarim are amazingly loyal to friends, and distinctly short or 
cruel with enemies. 


Language: The Dorwinrim are well. versed in the commercial tongues of northwest and 
north-centrat Middle-earth. They speak fluent Westron (Rank 5) and Legathig (Rank 
S), the latter their own home tongue. Since they frequently deal with the Silvan Elves, 
опалу have acquainted themselves with Silvan speech or Sindarin (Rank 3). 
Prejudices: Renowned as explorers, traders. and travelers, they have learned much of 
the spirit of others and enjoy dealing with a wide variety of Elves and Men alike. 
Restrictions on Professions; None. 


Backgronad Options: Normal, five background points. 


DUNEDAIN 

The Dúnedain are descendants of the Edain who settled on the 
island kingdom of Númenor during the Second Age. It was their 
Numenorean forefathers who colonized and conquered much of 
Middic-carth. When the Isle of the West sank into the sea during the 
Downfall of S.A. 3319, two groups survived: the Black 
Numenoreans and the Faithful Dunedain. The latter settled Arnoz 
and Gondor, the Realms in Exile. Like all their brethren, they have 
traces of Elven and Maia blood. 


Physical Character 
Build: Tall and strong. Men average 225 pounds, women 150 pounds. 
: Fairskin and black or dark brown hı 


. They have grey, hazel, blue, or green 


Endurance: Considerable. 

Helght: Men average 6'5", women 570". 
Lifespan: 100-300 years. 

Resistance: Normal. 

Special Abllities: None. 


Culture 

Clothing and Decoration: Rich and well made, with elaborate collars. The Dúnedain of 
lowland Gondor wear light tunics and often go \ ithout leggings. Those of colder areas 
wear more. They favor feathers and white symbols oa dark fields. 

Fears aad Inabillties: The Dúnedain fear Death, for they are acutely aware of their own 
great skills and potential. 

Lifestyle: Comfortable and centered around cosmopolitan cities and to» as. 


Marriage Pattern: Monogamous. They often marry folk of other races. The line is 
traced through the male. 

Religion: Restrained and personal. The Dünedain revere Eru and all the Valar, espe- 
cially Мапи, Araw (Oromé) and Varda. They have elaborate burials involving preser- 

vation of the body. 


Other Factors 

Demeaoor: Noble, confident, impatient, proud, and often haughty. 

Language: Their original tongue is Adünaic (Rank 4), but most speak Westron (Rank 
5). Many also speak Sindarin (Rank 4) and a little Quenya (Rank 1). 

Prejudices: The Drinedain hate the Corsairs, for they blame them for the Kia-strife, 
Gondor’s civil war. They also despise the Black Nümenortans. The Dunleudings, 
Haradrim, Wargs, and Orcs have always been their enemies, 

Restrictions on Profesious: None. They re well-suited to magic, although the Dune. 

dain of the North (those from Amor and her regions, particularly Arthedain) use spells 
and enchantments more often than any other group. 

Background Optioru: The Dünedain are traditional and well-educated. They have a 
well organized society, This, combined with the fact that their early days ute so filled 
with leaming, gives only three background points. 


Race Descriptions/Men 


DUNLENDINGS 

Also called “Hillmen”, this group of Common Men traditionally 
lives in the hills and highlands west of the Anduin valley. Most have 
become settled farmers and herders and make up majority popula- 
tions in Eriador. Others remain pure and live in the foothills and 
mountain vales. 


Physical Character 


Build: They are of medium to stocky build and rugged, with little body hair. Men 
average 175 pounds, women 135 pounds. 


Coloring: They have a tanned or ruddy complexion and brown hair. 


Endurance: They are superb mountaineers and handle tough terrain with little addi- 
tional effort. 


Height: Men average 5°10", women 56”. 
Lifespan: Sh: 
: Noımal. 


Special Abilities: +20 for Climbing and Acrobatic maneuvers. +20 for Public Speak- 
ing and Acting activity. 


ty about 50-80 years. 


Resistant 


Culture 
Clothreg and Decoration: Crude wool and hide tunics with leggings. They also wear 
rough over-coats, short cloaks, and for hats. 

Fears and Inabilities: Numerous superstitions, notably a fear of Darkness centering 
around the spirits in the earth and plants (which come forth at night). 

Lifestyle: Bunlendings are herders, hunters, and gatherers who live in extended families 
and reside in villages. 

Marriage Pattern: Monogamous, but one must marry outside tbe family. Political mar- 
riages common. Line traced through the femal 


Religion: Superstr tious rituals devoted to a complex grouping of vengeful petty deities. 
Many are vaguely based on the Dunlendings’ peculiar interpretations ofthe Valar. Oral 
traditions are crucial to the keeping of histories and law. Sacrifices are widespread and 
the clergy are both revered and feared. 

Other Factors 


Demeanor: Suspicious and self-centered, yet vocal and animated. They love to talk, 
laugh, sing, and scream. 


Language: They speak their native tongue Dunaef (Rank 5) and Westron (Rank 4). 
Written Dunael is rare, for a premium is placed on oration and the performing arts. 


Prejudices: Dunlendings generally hate the Rohirrim and Woses above all, although 
many also despise the Dünedarn, Dwarves, and Orcs. 


Restrictions on Professions: None. 


Background Options: They get four background points. 


EASTERLINGS 

This term refers toa collection of peoples who live in northcentral 
Middle-earth, the area to the east of the western shore of the Sea of 
Rhiin. These nomadic confederations are ever in search of territory 
and wealth and periodically invade thelands of their neighbors. The 
Balcheth and Wainriders are two such peoples. Each group has its 
own subculture and language, although most are related. The 
following is a general view; where specifics are mentyoned, the 
discussion centers on the westernmost Easterling people — the 
Sagath, 


Physical Character 
Bui 


Compact and agile. Men average 148 pounds, women 199 pounds. 
Coloring: Swarthy, with a tan or yellowish/tan quality. 


Endurance; Normal, although they can ride horses, wagons, or chariots for long 
periods without exhaustion. 


Height: Short te medium. Men average 5'6”, wemen 51". 
Lifespan: Short, about 48-65 years. 
Resistan: 


jormal, 


Special Abilities: They are superb with riding animals and produce fabulous horsemen. 
+ 10 bonus to Offensive Bonuses when fighting from a horse or chariot. + 20 to any at- 
tempt to train, befriend, or subdue a horse. 


Culture 

Clothing and Decoration: Colorful linen cleaks, woolen tunics, leather pants, and 
lower leg protectors. They also wear fur hats with ear flaps. or fur-covered pot helms. 
Some groups paint their upper bodies and faces, 

Fears ара Inabililies: Darkness and thunderstorms. 

Lifestyle: They are nomads who live in mobilecamps and movetheir camps using; 
wagons (wains). Warriors all, they also herd horses and cattle. The leaders travel in, and 
fight from, rugged war cbariots. 


Marriage Pattern: Men may take more tban one wife, but this is rare and costly since 
they must pay a bride-price. The line is traced through the male. 


Religion: Superstitrous rituals concerning natural spitits and heroic ancestral deities. 
Many worship Darkness and Morgoth. 

Other Factors 

Demeanor: Cold, determined, brave te the point offoolbardiness. They relish, or are at 
tbe least uncencerned witb, death in battle. 

Language: Most speak a Logothig dialect (Rank 5), as well asa smattering of Westron 
(Rank 2). 


Prejudices: Easter! 
the Dúnedain: 


s have little regard for anyone except their own people. They hate 


Restrictions on Professions: None, 


Background Options: They get four background points. 
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HARADRIM (sing. Haradan) 

This is a collective name for the peoples who occupy the great arid 
and semi-arid lands south of Harondor and Mordor, the land called 
Harad. Since this is rough and unblessed territory, their greatest 
populations lie beside the seacoast, rivers, and bays; however, 
Harad contains little true desert and sparse groups settle or roam the 
whole region. Haradrim (S. "Southmen") are also called 
“Southrons” or *Haradwaith" (a term also referring to the land). 


Physical Character 

Build: North andcentraldesert — Mostgroups aresmail and wiry, particularly thoseof 
theopen country: malesaverage I30pounds, women 100pounds. Coastalareas and Far 
Нагой — Most are related to the Men of Mümakan, and are tal) and wiry: males average 
180 pounds, women 140 pounds. 

© Northern groups have light/medium grey or brown skin, straight black hair, 
and dark brown eyes. Southern groupshavedark grey, brown, or black skin: straight or 
curly black hair; and dark brown or black eyes. 


Endurance: Haradrim can travel great d'itances in hot climes and need little water. 
They are slowed only slightly by sand. They operate poorly in the cold. 


Height: Northern groups — males average 5'5", women 5'0". Southern groups — maies 
average 65", women 6'I".. 

Lifespan: Northern groups — average, about 80-100 years. Southern groups — short, 
about 40-60 years. 

Resistance: +10 bonus versus heat/fire attacks; -10 bonus versus cold/ice attacks. 


Special Abilities: Their eyes are attuned to extremely bright light and they are unaf- 
fected by brilliant displays which might blind others. 


Caiture 


Clothing and Decoration: Red, purple, and gold are favored colors, although white and 
black are used in practical cases. Both men and women wear their wealth, mostly in the 


fom of gold. 


Lifestyle: Laughter, partying, and violent gamesare common, Although some groups 
are nomads, most are used to urban life. Generally well traveled, they are used to inter- 
action with foreign Men. Many are or were involved with the caravan trade and most 
tide well: horses and camels in northern Harad, horses and elephants in southern 
Harad. There is adistinct separation between malesand females, and very strong bonds 
between members of families and cla s. 

Marriage Pattern: Men may take more than one wife, but this is expensivesince it im 
volves a bride-price. The line is traced through the male. 

Retigion: Elaborate rituals in service to idols which represent various “bigh gods". 
Altars for household gods are carried everywhere. 


Other Factors 

Demeanor: Passionate, fiery, and instilled with a fierce but peculiar honor. Some con- 
sider them cruel and vengeful, particularly since life is not particularly valued, 
La»goage: Northern groups speak Haradaic (Rank 5), their home tongue, as well as 
Westron (Rank 5) and Apysaic (Rank 4). Southern groups normally use Apysaic(Rank 
5), Westron (Rank 3), and Haradarc (Rank 3). 

Prejudices: Most hate the Dúnedain, Elves, Dwarves, and anyone who looks particu- 
larly different — although they are suspicious of most peoples. 


Restrictions ов Professions: None. 
Backgreund Options: Normal, five background points. 


LOSSOTH (sing. Lossadan) 

The Lossoth live in the Far North of western Middle-earth and are 
often called “Snowmen” or “Forodwaith” (the latter is also a name 
for their land). They are a sparsely settled, nomadic folk who move 
with the seasonal migrations of big game and rarely interact with 
other Men. 


Physical Character 


Вон: Stocky anu hard, with pronounced muscles. They have wide features and large, 
pudgy hands and feet. Men average 175 pounds, women 140 pounds. 


Coloring: Fair, with reddish highlights. They have pale blue eyes and fa 


Eadorance: They are extremely rugged and can travel great distances with 
rest. 


Height: Shorr; men average 55". women 557. 
Lifespan: Medium, about 75-90 years. 
Rexisiance: +20 bonus versus cold/ice attacks. -20 bonus versus heat/tire attacks, 


‘Special Abilities: They have an acute sense of smell and perception. Theycanpick upa 
Man's scent a mile downwind and 100 feet upwind (1000 fect otherwise). +10 bonus to 
Perception, 


Culture 

Clothing апа Decoration: Fur, leather, and sea-mammal hides. Some possess onecolor- 
ful, patterned coat made of spun fabric and lined with fur. АШ wearcolorful, fined, con- 
ical hoods. 

Fears and Inabltities: Many fear Darkness. 

Litestyle: The Lossoth are poor, nomadic Hunters and gatherers. They use stonework, 
bone, and limited amountsof wood and metal (mostly copper). Some herd reindeer and 
all make use of hunting dogs. Furry horses or reindeer draw their sleight, althongtt the 
dogsled is used in zreas of extreme cold. Extended families and bands are normally the 
largest groups. 

Mariage Pattera: Monogamous. The line is traced through the female. 


Religion: They worship Nature-sp'tuts who they believe to be akin to enchanted or 
godlike beasts. Dance and story-tell sagituals makeup the bulk of ceremonial life. 


Other Factors 


Demeasor: Generous, quiet, slow-paced, reserved, and shy — but fearless and 
persevering. 


Language: The Lossoth speak Гарба (Raak 5) and do not write. Some speak a little 
Westron (Rank 2) or Sindarin (Rank 2). 


Prejudices: They hate Wargs, Dragons, Giants, and Trolls above all things. Those that 
know of Orcs also hate them. 


Restrictions on Professions: None. 
Background Options: They get feur background points. 
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ROHIRRIM (Riders of Rohan) 

The Rohirrim (S. “Masters of Horses”) are the Northmen of 
Rohan and have a complex ancestry. They settled in Rohan (then 
Calenardhon) about T.A. 2510 at the request of Cirion, the 
Steward of Gondor. The grant was a reward for the Northmen's 
aid in the defeat of the Easterling Balchoth. 

Between T.A. 1977 and 2510 the ancestors of the Rohirrim — 
then called the Éothéod — lived in the northern Anduin Valley. 
During the period T.A. 1857-1977 these Northmen lived further 
south in the Anduin Valley, between the Old Ford and the Gladden 
Fields (S. "Loeg Ningloren"), Prior to Т.А. 1857 they were called 
the Eothraim of Rhovanion and lived south and east of 
Mirkwood. 

The Rohirrim call Rohan the Riddermark. 


Physical Character 


Build: Average to stock and strong. Men average 190 pounds, women 130 pounds. 
They have consrderable amounts of facial hair. 


Coloring; Blond, with fair skin and blue eyes. 


Endurance: Average, although they can ride as longas their mounts can endure, and 
as long as they can stay awake. 


Height: Men average 6'1”, women S'S”. 
Lifespan: 68-85 years. 

Resistance: Average. 

Special Abilities: +20 bonus to melee Offensive Bonus when fighting from 
horseback. 

Culture 


Clothing and Decoration: Linen and/or woolensbitts, medium length pants, and leg- 
sings. Warriors commonly wear chain mail and carry shields bearrng the symbol of 
their folk, a white horse on a green field. 

Fears and Inabilities: None. 

Lifestyles: Herders and horse-masters, they spend much of their year living in various 
semi-permanent campsset out on acircuit of pastures. Theyreturn to their permanent 
homes for the winter. Some garden or farm, Most Rohirrim are also accomplished 
hunters and fishermen. 

Marriage Patterns: Monogamous. The line is traced through the male. 


Religion: Somewhat formal. Rituals celebrate life, fertility, and the cycles of the 
seasons. Most are held atop hills in moumain vales or at the base of the peaks. They 
revere Eru and the Valar, and in particular 4raw (@remé). The ancient Cult of the 
Stag and Cult of the Earth are maintained. 


Other Factors 


Demeanor: Practical, rugged, straightforward. and semewhat loud. Theyenjoy song, 
celebration, physical games, and battle. 


Language: They speak Rehirric (Rank 5), the desecndant ofthe older Zethrik tongue 
of Rhovanion. Most also speak Westron (Rank 5) and a little Bunge! (Rank 1). 


Prejudices: The Rohimrim hate the Dunlendings and consider the Woses as lesser be- 
ings. They also have an age-old hatred of @rcs, Wargs, Easterlings, and Bragons. 


Restrictions en Professions: None, although the Rohiwim rarely produce Mages. 
Background Options: Normal, five background points. 


RURAL MEN 


This is a generalized label for the rural folk of Eriador and Gon- 
dor, the Common Men of northwestern Middle-earth. These folk 
contain varying degrees of Harnadan, Dunlending, Northman, and 
Dánadan blood. 


Physical Character 

Build: Alltypes, but normally medium. Malesaverage 160pounds, women 125 pounds. 
Coloring: Variations of fair to tan or olive skin. All colors of hair and eyes. 
Endurance: Average 

Height: Males average 5'18”, women 5'4”. 

Lifespan: Moderate, averaging 60-80 years. 

Resistance: Normal. 


Special Abilities: None. 


Culture 


Clothing and Deceration: Practical wool and linen garb, including cloaks, boots, etc. 
Tunics are worn in warmer areas; shirts andpants or leggings are worn in cooler locales. 


Fears and Inabilities: None, aside from local superstitions. 


Lifestyle: Rural folk aremostly farmers and herders, withlittle contact with areas out- 
side their village or region. 

Marriage Pattern: Monogamous. The line is traced through either the male or female. 
Religion: Vaiiations of subdued ritvals. Most have reverence for ioca spirits, although 
the pr ncipal worship focuses on Еги and the Valar. Araw (Oromé) is the patron spirit 
of Common Men. 


Other Factors 

Demeanor, Practical, hard-working, quiet, loyal, and often shy, 
Language: The Common Speech Westron (Rank 5) is their chief tongue, although local 
dialects abound. 

Prejudices: Rural folk are suspictous of most outsiders, and might be in awe of some. 
‘They hate no race, aside from the @rcs and Wargs. 

Restrictions on Professions: Rural folk produce no true Mages. Bards, Animists, and 
Rangers are exceedingly rare. 

Background Options: Normal, five background poims. 
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URBAN MEN 

This is a generalized label for the town and city folk of Eriador 
and Gondor, the Common Men of northwestern Middle-earth. It in- 
cludes common folk from Annüminas, Fornost, Bree, Tharbad, 
Calembel, Dol Amroth, Linhir, Pelargir, Osgiliath, Minas Tirith, 
etc, These folk contain varying degrees of Harnadan, Dunlending, 
Northman, and Dunadan blood. 


Physical Character 

Build: All types, but normally medium. Males average 160 pounds, women 125 pounds. 
Coloriag: Variations of fair to tan or olive skin. АШ colors of hair and eyes. 
Endurance: Average. 

Height; Males average 510", women 5'4”. 

‘Lifespan: Moderate, averaging 65-85 years. 

Resistance: Normal. 

Special Abilities: None. 


Culture 


Clothing and Decoration: Various гурез of elaborate or practical wool and linen garb, 
includingcloaks, boots, etc. Tunics are worn in warmer areas; shirts and pants or legg- 
ings are worn in cooler locales. Some imported silks and fine cottons are in evidence. 


Fears and Inabilities: None, aside from local superstitions. 


Lifestyle: Urban folk are avaried, rather cosmopoltan lot. Many arc from mercantile 
ог guild backgrounds and some have dealt with enchantments. 


Marriage Pattern: Monogamous. The lise is traced through either the male or female. 
Religion: Variations of subdued rituals, with some organized cults and shrioes. Most 
have reverence for local or community spirits, although the prineipal worship focuses 
оп Eru and the Valar. Araw (Orenié) is the patron spirit of Соттоп Men. 

Other Factors 


Demeanor: Practical, aggressive, hard-working, and inquisitive. 


Language: The Common Speech Westron (Rank 5) is their chief tongue, although local 
dialects abound. 


Prejudices: Urban folk are worldly enough to deal with most outsiders. They hate no 
race, aside from the Ores and Wargs. 


Restrictions on Professions: None, although Mages, Bards. Animiists. and Rangers are 
rather rare — particularly outside of large cities. 


Background Optiens: Normal, five background points. 


WOODMEN 

The Woodmen are Northmen who have long lived in Mirkwood, 
the great forest in Rhovanion. They are a loose tribe of 
hunter/gatherers wholivein or below the trees as extended families, 
bands, or clans. 


Physical Character 


Build: Average to stocky, with strong but angular features and large amounts of facial 
hair. 


Coloring: Fair skin with reddish highlights. They have blond hair and blue or green 
eyes. 

Endurance: Average. 

Height: Men average 6'1”, women 5'5". 

Lifespan: 45.85 years. 

Resistance: Average. 


Special Abilitles: They can climb and move along tree limbs exceedingly well: + 20 to 
Climbing and Acrobatics maneuvers. +10 to Foraging maneuvers, 


VARIAGS 

The Variags live in the region of Khand, a semi-arid plateau which 
lies southeast of Mordor. They are a distinct race, but are occa- 
sionally confused with the Haradrim of Far Harad. In reality, they 
have as many ties to the Easterlings. Brutal and semi-nomadic, they 
have long been influenced by Mordor and the constant wars with 
their neighbors. 
Physical Character 
Build: Medium; men average 160 pounds, women 125 pounds. 


Coloring: Extremely dark grey or black skin, straight black hair, and red or reddish 
brown eyes. 


Endurance: Variags can travel for extreme periods on horseback with little or no rest. 
Height: Mediuin; men average 59", women 5'3”. 

‘Lifespan: Short. about 50-70 years. 

Resistance: Average. 


Special Abilities: Variags are superb riders and handle both horses and camels well. 
+10 bonus to Offensive Bonuses when fighting from horseback (+5 bonus when 
fighting from camelback). 


Culture 

Cletbing and Decoration: Variags favor black and red clothing and wear -ichly adorned 
garb. The'warmor is designed around hideous, frightening beast designs. They carry 
Sold or gilded weapons. Many wear gold trinkets in their cars, noses, cheeks, or lips. 
Fears and inabilites: 


Lifestyle: Always at war, Variags live a brutal and exciting life. Most are herders and 
raid the stocks of the'irenemies. Elite warriors and the female priesthood control tife. 


Marriage Pattern; Women take more than one mate and there is no marriage. A 


women’s brother helps raise the children. The line is traced through the female. 


Religion: Variags worship a pantheon of cruel gods and have elaborate nighttime 
ceremonies; sacrifices abound. The Lord of Darkness is the strongest deity, and is ac- 
tually a modified incarnation of Morgoth or Sauron. Female priests interpret laws. 
Other Factors 

Demennor. Confident, fearless, jealous, abrupt, impulsive, and cold hearted. 
Language: Variags speak Varadja (Rank 5), Haradaic (Rank 3), and Weston (Rank 2). 


Prejudices: The Variags despise all Men except those who have recently defeated them 
in battle. They have grudging respect for the races of Mordor, but generally hate all 
non.mannish folk, 


Restrictions on Professions: None. 
Background @ptions: They get four background points. 


Culture 

Clethingand Decoratlon: They wear crude woolen tuaics and short pants with leggings. 
Most favor coats, cloaks, and fur hats. 

Fears nod luabilities: None. 


Lifestyle: They are an independent lot who have no formal political structure. Living 
off the gifts of the forest, they reside in small, close groups secluded from other races. 
They interact with few other than the Beornings and Silvan Elves, 


Marriage Pattern: Monogamous. The line is traced through the male. 

Religion: Mostly personal and within the family or band. Female Wuitan (“Knowing 
Ones") serve as shamans — Animists who act as secrs, healers, and spirtual leaders. 
They manage the ancient Cult of Growing (“Alanakyn”) which meets for rare tribal 
ceremonies. The Vala Araw (Oromë) is revered above all others. 

Other Factors 

Demeanor: Quiet, independent, reclusive. 


Language: They speak the Rhovanion tongue calied Nahaiduk (Rank 5), a little 
Westron (Rank 2), and a little Sindarin (Rank 2). 


Pre judices: Woodmen hate Ores, Wares, Trolls, and Giant Spiders. 
Restrictions on Professions: No restrictions. 
Background Options: Normal, five background points. 
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WOSES (Dráedain, sing. Dráadan) 

Of all Men, none surpass the Woses in the arts of wood-lore and 
wood-craft. This very ancient and diminutive race has long been tied 
to the forests and has remained the greatest lot of woodland war- 
riors ever produced by the Second-born. Their skills have in fact 
guarded their narrow survival, for they are considered ugly by Men 
and Elves alike and have been hunted and persecuted since the days 
of the First Age. 

The Woses have many names. What they call themselves is not 
altogether clear, although the name Drags is taken from their own 
tongue. Driedain (sing. Driéadan) is the label given them by the 
Elves, while Men call them by various labels: Rógin (sing. “Rég”), 
Рикеітеп, Wild Men, or Woses, the latter a Westron term. Orcs 
fear the Woses, and have named them Oghor-hai. 


Physical Character 

Build: Woses generally have a broad, stumpy profile marked by wide faces, flat 
features, and deep-set eyes. Short, thick legs, heavy lower bodies, and pronounced 
brows help give them an eerie character — unlike any other Men. 

This uniqueness is accentuated by their peculiar hair growth, for few of the Wose 
Men have any hair below their eye level. Those that do are revered, although even they 
have no mote than a slender patch of black chin hair which Ies well below their wide 
mouths. Nearly all Wose Men are bald from the forehead to the back center of their 
squat skulls, hut take pride in the hair they have along the flanks of the head. 


Coloring: Ruddy skin, black hair, and black eyes. Recause the Woses have guardedeyes 
which are dark and set with black pupils, they appear te gaze from shadowy pools which 
might be mistaken at adistance for a pair of cavities. One must get quite closeto a Wose 
to notice any eye movement at all, much less any of the subtle distinctions in the eyes 
themselves. This haunting feature is made even more unsettling when a Wose is angry; 
then the pupils glow with a fiery red hue. 


Endurance: Average. 
Heighl: 4to 5 feet, 
Lifespan: 


-50 years. 

Resistance: Average. 

Special Abilities: The wide noses of the Woses are the most sensitive found in Man, 
Even in an open field, they can smell an Orc before another Man can see him. Together 
with their strong eyesight, they can track better than almost any hunting hound. Only 
running water will stay their pursuit This is even true at night, since Woses are blessed 
with superb night-vision, Even in the dark forest of the night theycan see 1000 feet as if 
it were daylight. +25 bonus to g maneuvers; + IS bonus for Foraging, 

They have the ability to sit for days on end without movement. With legs crossed, 
hands on their laps or knees, and eyes closed or facing groundward, they can remain 
silent as a statue. This affords them peace and allows for recall or meditation. Unfor- 
tunately, it apparently does nothing to lengthen their years, for the Woses generally die 
ata young age. 


Culture 

Clothing and Decnratiun: They eften braid or wear their hair pulled back and joined 
from behind. Woses wear little or no clothing or adornments. Instead, they prefer to go 
about relying en their rugged bodies, using pigments to create imagery. Those that are 
most acquainted with other Men occasionally don hide leggingsanda breechcloth, and 
in rugged terrain they employ a distinct high, thick-soled lacedshoe. Beyond these trap- 
pings, they have little use for the costumes of other Men. 


Fears and Inabilities: Woses do not like towns and cities. 


Lifestyle: Wose culture revolves around the forests and plants they hold se dear. They 
are frugal and cat little, even in the best of times, and they partake of no drink but 
water. Being exclusively vegetarian, they live on the gifts of the weedlands and are 
quick to acquire an understand ng of the nature and location of nearly every plant in ап 
area — regardless ofits size. Only the Elves and Encs exceed ther skills in carving and 
plant-lore. 

It is for their stone sculpture that the Woses are best known. They carve a variety of 
төш and beasts, and employ a particular form in the making of life-like “watch- 
stones" (Pükel-men). These are guardian statues which they place to protect paths, en- 
tries, crossroads, and the like. Legends surround the watch-stones, most of which are 
true. Itis clear rhat they are enchanted. Orcs fear them most of all, and withgoodcause, 
since rhe Woses can communicate with watcb-stones of their making and can derive 
knowledge from the carvings’ “experiences.” Some very powerful watch-stones actually 
come te life in order to guard their posts — acting instead of their creators — although 
in such а case the Wose sculptor will feel all the pain of his creation, They place these 
watch-stones and hideous statues around the borders of their lands and at various sen- 
sitive sires. Some are used to do no more rhan dishearten their foes, 


Marriage Pattern: Monogamous, producing few young. The line is traced through the 
female. 


Religion: Many of the watch-stones stand over the Wose holy sites. Unlike many of the 
other Men, particularly the Dunlendingswith whom the Woses are often associated, the 
Woses have a strong tradition of organized worship. This is a pronounced animism 
which revolves around a reverence for Nature. They hold Еги and the Valar in proper 
awe, although they have their own view of the nature of the mastersof the world. Ofall 
the Valar they worship none more than Yavanna, the Giver of Frurts and Queen of the 
Earth. It is she who presides over the kelvar (plants) and it is the plants which breath life 
into the world of the Woses. 


Other Factors 

Demeanor: Woses generally seclude themselves from other folk and do not take on 
friends easily, but when they do, they are unwaveringly loyal. Those that do get to know 
them will be impressed by their freduent bouts of laughter, since the Woses will laugh 
when others sing. Their rich and unrestrarned joviality ferms tite a contrast to their 
usual demeanor: normally they appear unemetional and slow to speak. 


Language: When theydo talk, the Woses use the guttural Pákae/tongue (Rank 5) which 
is ideally suited to their deep voices and is alien to that of other Men. Some abe speak a 
little Wesiren (Rank 2) or Bune! (Rank 2). Having no use for traditional runes or 
script, the Woses have developed their own system of pictographic signs — most quite 
simple — which they utilize for the most practical purpeses, notably to mark paths or 
signal their brethren while out in the wood. 


Prejudices. Woses hate Orcs, Wargs, and Rohirrim. The latter group has occasionally 
made sport of hunting the Wild Men 


Restrictions on Professions: There are no Wose Mages or Bards. 
Background Options: Normal, f ve background points. 
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ORCS (Yrch, sing. Orch) 

These hideous creatures are members of a race descended from 
Elves who were twisted and perverted by Mergoth during the First 
Age. Although they are not inherently evil, they are culturally and 
mentally predisposed toward Darkness. The following is a descrip- 
tion of Common Orcs; superior breeds are discussed below. 


URUK-HAI (sing. Uruk) 

Following Sauron’s resurrection in T.A. 1000 he began breeding a 
new race of Orcs, one capable of independent and intelligent action. 
After centuries of work, he produced the first Greater Orcs, and he 
called them the Uruk-hai (BS "Orc-race") because they were тоге 
suited to the formation of societies. Initially, the Uruk-hai remarned 
close to Sauron and served as lieutenants and elite guards, but 
gradually their numbers grew and their strain strengthened. Their 
existence remained guarded until Sauron was willing to show his 
hand. Nonetheless, іп Т.А. 2475 they were unleashed in full scale 
battle formations. They are the Dark Lord’s finest goblin troops. 

‘The Uruk-hai differ from normal or Lesser Orcs in many ways: 
(1) they stand 5-6 feet tall; (2) they have a more “human” ap- 
pearance, despite cat-like eyes, fang-teeth, and black/grey hides; (3) 
they have longer, stronger, and straighter legs; (4) they are in- 
telligent and cunning; and (5) despite their preference for darkness, 
they operate freely in daylight. They speak Black Speech (Rank 5), 
Orkish (Rank 4), and good Westron (Rank 4). 


HALF-ORCS (Peryrch) 

Half-orcs are a hideous creation, born of Man and Orc. They are 
often confused with Uruk-hai, but are a distinct race, small in 
number but capable and deadly. Their origin is also unclear, 
although it appears that they were first used by the tainted Wizard 
Saruman. He still employs them as agents, spies, lieutenants, and 
special guards. They are particularly effective in Eriador, for 
Saruman's Half-orcs have Dunlending blood in them and are 
capable of blending into their societies. 

Half-orcs are akin to Uruk-har, but look more like dark Men. 
They speak Westron quite well (Rank 5), and most know both 
Orkish (Rank 3) and a little Black Speech (Rank 2). Half-orcs have 
no restrictions on professions, and get three background points. 


COMMON ORCS 


Physical Character 


Build: Heavy, with thick hides, short legs. and long, thin arms. They have grotesque, 
fanged faces and random hair growth. 


Coloring: Black or grey tair, black or reddish-brewn eyes, and deepgreyor black hides, 


Endurance: Tremendous. @res can travel for 2 days without rest. Alternatively, they 
can ran for up to 12 hours without stopping. 


Fearsaad Ínabllities: Natural sunlight and deep, runut ug water, In full daylight their ac- 
tivity is at -60; in artificial or magical daylight their activity is at -25. 
Height: 3-5 feet. 


Lilespan: Indefinite: certainly hundreds of years, but the nature of their warlike life 
permits few to live past the age of 50. 


Resistance: +30 bonus versus heat/fue attacks, 


Special Abilities: Orcs sleep during daylight hours, although they need rest only once 
every 3 days. In most darkness Orcs can see like Elves (see Elf descriptions), aud in ab- 
solate darkness they can see 10°. 


Culture 


Clothingand Decoration: Skins, leathers, and metal armor: crude but well made and ef- 
fective, 


Lifestyle: Bred as laborers and warriors, Orcs respect power and terror above all things. 
They join and cooperate in substantial groups only when led by a “focused will”, some 
overwhelmingly sttong individual. To them, politics equates with foree, and separate 
@rc tribes often war, fnter-tribal cannibalism is the norm. 

They are, however, quite skilled. Their smiths rival those of the Dwarves and Elves 
and, ahhough the items they produce lack beauty in Гошт, they are exceptionally effec 
tive. Orcs are also fine healers, despite their lack of concern for scarring. Utility is their 
principal concern, 

Marriage Pattern: Orcs do not marry; they breed. The females live together in seciuded 
areas which are normally accessible only to the strongest males. Inaddition, the females 
are receptive only to the fiercest and most attractive males. This results in the strongest 
offspring. The many young are kept together and raised jointly by all the female Orcs. 


Religion: Ores worship Darkness and power. Most revere Sauron as a god, respecting 
his ability to iuduce utter terror, 


Other Factors 

Demeanor: Orcs are cruel, jealous, petty, ambitious, selfish, and suspicious. They are 
almost always uncomfortable and, aside from mealtime or battle, are never happy or at 
peace with themselves. 

Language: Orcs speak various Orkish dialects (Rank 5) which are generally related to 
Westron and are somewhat understandable (Rank 3) to one knowing Westron or 
another such Orkish dialect. 

Prejudices: Ores hate all races, including Orcs of other tribes. They particularly despise 
Elves, who they believe to be a spiteful, wicked, and wayward race. 


Restrictions on Professi 


Ores produce no Mages, An'mists, Bards. or Rangers 
Baekground Options: Orcs only get two background points. 


Race Descriptions /Trolls 


TROLLS (Tereg, sing. Torog) 

Bred by Morgoth in mockery of Ents, Trolls are as tough and 
stupid as the stone from which they were made. Some feel they are 
related to Giants. In any case, Trolls hate all other creatures, a 

“legacy of Morgoth's dark touch. Normal Trolls are divided into 
several types (based on their location): Hill, Cave, Snow, and Stone- 
trolls. The latter is the most common group. These types all revert to 
the stone of their substance when exposed to the light of day, for 
they were created in Darkness and the Sun can unmake the spell. 
Another group, Sauron’s Olog-hai, despise but can withstand 
sunlight; but these “Black Trolls” are discussed below. 


OLOG-HAI (sing. Olog) 

The Olog-hai have been bred by Sauron from lesser Troll stock, 
and have until late been a rare breed. Cunning and organized — yet 
as big and strong as their lesser brethren — the Olog-hai are superb 
Warriors. They know no fear, and thirst for blood and victory. 

Olog-hai are also called Black Trolls, for they have black scaly 
hides and black blood. Most carry blank shields and war hammers, 
although they are adept at using almost any weapon. They differ 
from older Troll varieties in other ways as well: (1) they ignore 
bleeding or stun results when given a critical strike from a normal 
weapon, Since they are more resistant to unenchanted weapons; (2) 
they can operate freely in daylight; (3) they are relatively quick; and 
(4) they are capable of using normal language properly, and speak 
Black Speech (Rank 5) and Westron (Rank 3). 


HALF-TROLLS (Petereg) 

Half-trolls are the product of a union of Olog-hai and Variag 
Men. For this reason, they are sometimes confused with Black 
Trolls, but they are smaller and quicker and vaguely resemble Men. 
Their 7’ height, jet-black skin, long sharp red tongues, and glowing 
red eyes should also serve notice of their uniqueness. 

Half-trolls differ from Olog-hai in other ways: (1) they wear crude 
black clothing and considerable amounts of armor; (2) they are kept 
away from other Trolls; (3) they are as intelligent as Men; and (4) 
they are more agile. Given their increased minds, they get two 
background points. 


Z со «pe 


(20) 


NORMAL TROLLS 


Physical Character 


Bolld: They are huge and immensely strong, with thick bodiesand lim bs. Their tough 
hides have an inconsistent quality; many have overlapping scales and some have body 
hair. 


Coloring: Various shades of brown, green, or grey hide, with black er brown eyes. They 
have black blood. 

Endurance: Average. 

Height: 9to 11 feet. 

Lifespan: Variable; hundreds of years. 

Resistance: Trelis do not understand fear. 


Special Abilities: Their vision is the same as that ef Orcs. 


Culture 

Clothing and Becoration: Little or none, aside from random armor and hides. 

Fears and Inabilities: Sunlight. When exposed to the naturalllght of day they turn to 
stone. 

rolls live in orderto play and eat, To them play means 
ing means fresh meat — raw or cooked — or jelly made from innards. Theyeat 
folk of other races, and take whatever bright trinkets they might acquire. No socicty or 
inner purpose stirs them, since chey unite only when compelled to by some greater force, 
Trolls live in scattered caves and ruins, usually on the edge of civilized lands, and come 
forth only at night- 


Marriage Pattern: None. Females are exceedingly rare, although the distinction is con- 
fused. 


Religion: None. 


Other Factors 
Demesnor: Mean, slow, stupid, and somewhat lazy. 


Language: Most have little or no language capability and communicate through noises, 
signals, or actions. The more intelligent Trolls speak a debased Westron (equivalent te 
Rank 4). 


ғ: Trolls have little regard for anyone, although they particularly hate 


Restrictions on Professions: Trolls only produce Warriors. 


Background Options: Limited to one background point. 
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9.0 APPENDIX 2 — CREATURE DESCRIPTIONS 


BALROGS — Huge and fiery, these man-like demons of might are 
among the most feared of thedenizens of Middle-earth. They arein- 
telligent, very cunning, and capable of causing massive destruction 
when the mood strikes them. Their most feared physical weapon is 
the flaming whip, but their other hand often contarns a secondary 
weapon such as a sword or mace. The whip and all other weapons at- 
tack using the 2-Handed Weapons Attack Table, AT-3. Grappling 
them will cause massive burns and bring great pain. Anyone foolish 
enough to be caught in their grasp will most likely be torn apart by 
their great body strength if he doesn’t die of terror first. Balrogs “fly” 
over obstacles and don’t have to touch the ground except in a 
restricted space. They also have the ability to alter their size con- 
siderably. 

Since they are Maiar, Balrogs are imbued with an imposing 
presence. Their presence is one of their best long-range weapons: 
anyonecominginsight of a Balrog revealedin all of its terrible anger 
will have to make a Resistance Roll (RR) versus a 15th level fear spell 
orrunin terror. If the RR is failed by more than 50, the character will 
faint or be frozen in place for 1-10 rounds (Treat as unconscious or 
stunned, respectively). If he fails by more than 100, the character will 
die of a heart attack. The flaming weapons of the Balrog will cause a 
heat critical in addition to the normal criticals and will do an addi- 
tional 5-50 hits of flame damage. The whip can reach out to 20 feet 
and ignores shields. Anyone coming in contact with the body of the 
Balrog out of water will takea fireball attack ( + 30 OB) with no sub- 
traction except for armor or spells. Anytime a Balrog wishes to use 
his great strength to rend a person in two, allhe must do is catch a per- 
son with a Hard maneuver (with all bonuses applicable). Once in his 
grasp the Balrog needs to succeed on the Very Hard table + 50 minus 
the target’s strength bonus if the poor soul is conscious. A 100 result 
means the victim is split in the middle and quite dead. Any result less 
than 100 is the number of concussion hits taken less the victim’s 
strength bonus, if conscious. 

The Balrog of The Lord of the Rings is referred to simply as “The 
Balrog” in western lore and is a being so awesome that the presence of 
any brethren would hardly go unnoticed. It is likely, however, that 
other Balrogs were be trapped beneath the land following the fall of 
their master, just as the Balrog of Moria was; such a circumstance 
could have prevented their detection. There had been, in the First 
Age, many Balrogs, for they were the servantsof Morgoth, the Dark 
enemy, master of all darkness and mentor of Sauron. The cataclysm 
that accompanied Morgoth’s departure enveloped almost all of the 
host. 

Of all the single dark entities in Middle-earth save Sauron, none 
possessed greater physical power than Balrogs. Originally they came 
from the Undying Lands, just as the Istari and Sauron had, and their 
relative strength when compared to the inhabitants of Middle-earth 
isenormous. Éven Dragons fear Balrogs. They are described in many 
ways by the few who lived to tell of their passing: Balrogs are both 
flameandshadow, hugeand changing, “shadow-winged” and slimy, 
stronger than the greatest serpent, bearing a flaming whip and sword 
of tremendous size and power. As a foe, they are called by Legolas 
thegreatest baneof the Elves, savethe Lord of the Dark Tower. Gan- 
dalf struggled for ten days with the Balrog of Moria before winning. 


CREBAIN — A type of large black crow that has fallen under the 
sway of evil. Crebain liveprimarilyin Dunland and Fangorn Forest. 
Normally they are present in large flocks in order to keep an eye on 
oneanother and to improve the chance of spotting whatever they are 
sentto find. Primarily scouts, they usually will not attack. They have 
a + 50 perception bonus while in the air. 


DRAGONS — There are three kinds of Dragons, all of which were 
created by Morgoth during the First Age of the Sun. Some slithered 
like snakes, others walked, while the most miraculous flew. All 
varieties use their physical bodies in combat, while many of the most 
powerful of the Dragons also breath fire of extreme temperatures. 
Dragons are 90-120" long and have a wingspan about 20% largerthan 
their length, This entire huge length is covered with incredibly tough 
and shiny scales bigger thana man’s hand. Dragons have an awesome 
presence that terrorizes onlookers as Balrogs do. Further, all of them 
are cunning, vain, extremely intelligent, and possess excellent senses 
of all sorts. They are rapacious, greedy, and love destruction and 
fire. 

Physical attacks by Dragons are of terrifying power. The 
Gamemaster should allow Dragons to attack multiple targets, one 
with each limb that is available, plus the mouth and tail. All ex- 
tremities should bc able to attack more than one person with a -15 
subtraction for each additional target. A Dragon can attack one 
target with any two adjacent extremities. The most fearsome weapon 
of some Dragons is the breath weapon, however. When used against 
one target it should act on the bolt table with a 100-150 OB out to 300 
feet. When used against agroup, the ball table is used with a 50-75 OB 
out to 150 feet. When used on the ball table, the breath covers a cone 
with a 50° wide base. A Dragon can breath once every six rounds, up 
to 4-6 times per hour. 

With a breath like a full force hurricane, a Dragon can set a river 
steaming like hot tea and reduce to cinders and blackened stumps a 
thriving mannish settlement. The mighty winged Dragons first ap- 
peared on the scene in the later First Age when Morgoth, intent upon 
destroying the Valar, unleashed a host of winged, fire breathing 
monsters led by Ancalagon the Black, mightiest of all Dragons (An- 
calagon makes Smauglook like a homesick Hobbit.) Fortunately for 
the good guys, Ancalagon was slain by Earendil in a battle in the sky. 
The slain monster fell upon the “Mountains of Tyranny” raised by 
Morgoth and flattened them (and Morgoth’s hopes) in one earth 
shattering crash that instantly invalidated all contemporary 
topographical maps of Middle-earth, 

Dragons, while unwise, are cunning and cruel creatures who can 
reason, dream, and even prophecy. They are always ready to suspect 
the worst of others since they themselves are always up to the worst. 
Nothing pleases a Dragon more than sacking a town of its treasure, 
gathering the booty into a golden heap and nesting upon it for a cen- 
tury or two. Dragons do have genuine weaknesses: they tend to grow 
vain and complacent if unchallenged, giving themselves away in rid- 
dling talk, and each seems to have an Achilles heel, or soft spot, 
where its armor can be pierced and mortal damage done. 
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DUMBELDORS ~ А race of ferocious winged insects mentioned in 
Hobbit poems. They are essentially 6-8 pound black and yellow 
wasps with a poison that gives 2-20 hits if the target is hit and givena 
critical and fails an additional 3rd level RR. 


EAGLES, GREAT — The Great Eagles are the absolute rulers of the 
air in the northern mountains, barring any Dragon in full battle 
dress. Eagles are the greatest of all birds and are thought to be of 
divine creation; the Eldar, the first Elves, believed Eagles to be direct 
manifestations of the Thought of Manwé, Lord of the Valar. In 
truth, the Eagles seem worthy of such worship. Indomitable in spirit 
and never evil, Eagles lived in the treetops of the world until Manwé 
ordered them to build their eyries in the peaks and crags of Middle- 
earth’s greatest mountains and to keep an eye uponthe Mortal Lands 
below, reporting to him what they saw and heard. These winged 
reporters зеге greater in size than their Third Age descendants: 
Thorondor, the First King of the Eagles, had a wingspan of 180 feet! 

In the turmoil of the First Age the Eagles served the Eldar val- 
iantly; after Beleriand was swallowed up by the sea, the Eagles flew 
east, some to settle in the high peaks of the Misty mountains (then a 
home to the inhospitable Orcs), and some to the Grey Mountains, 
where Dragons slept, mated, andthenslept some more. In these high 
snowy peaks the natural rivalries between the giant beasts sharpened 
their talons. Later in the Third Age, Dwarves, Elves, Hobbits, Istari 
and men would come to depend upon the Eagles for rescue, informa- 
tion, and defense. When the Eagles chose to cooperate, the help- 
Seekers were not disappointed. 

The Great Eagles of Middle-earth are princely birds. Imperious, 
swift and proud, these hunters show no mercy to foes or prey. 
Clasped in the Eagle's talons, a foe may as well shut his eyes and 
prepare for eternity. Armed with a hooked beak and vice-like four 
toed talonsto clutch and crush or impale its prey, an eagle cannot be 
easilyovercome by force. The eyes of the Eagleare relatively bigger 
than man's and, unlike other birds, their retinas contain dense con- 
centrations of extraordinarily precise color nerve receptors to give a 
marvelously accurate sense of color discrimination. A soaring Eagle 
can perceive details in a landscape eight times better than a man. For 
example, the Lord of the Eagles can spot a rabbit dashing for cover a 
mile below in the moonlight! On top of the superb accuracy, an 
Eagle's eyes point both forwards and sideways, allowing the great 
bird an unusual degree of peripheral vision. Little loss of accuracy 
and clarity occurs in the dark. 

The great natural gifts of the Eagles make them valuable allies in 
war. However domineering and lacking in sentiment, the Eagles are 
concise, rational, and difficult to beguile. Unlike Dragons, who, 
—one-on-one—, have greater destructive power, the Great Eagles 
operate as a squadron, and their wisdom and knowledge make 
them a match for almost any evil force in Middle-earth. These ex- 
tremely wise and intelligent beasts should not interfere often in the 
concourse of the world, but when they do act, their interference 
should be most puissant and effective in nature. 


ENT, ONODRIM — The Ents are the strongest and largest of the 
natural races. Their limbs are extremely hard and can rend stone and 
stee} when they are roused, which, while rare, is a sight few wish to 
behold. When enraged, all viewing the Ent must resist a 10th level 
spell of Fear. Those failing by 1-50 flee, those failing by more than 50 
freeze in terror for 1-100 rounds. An Ent may use any object at hand 
as a thrown missile much like a giant, but with a 110 OB due to their 
greater agility. The skin on an Ent is extremely tough, being resistant 
to all but strong axe blows. Therefore, blunt weapons and arrows do 
only half damage and must do an “Е” critical before being able to roll 
on the Large Critical Hit Table at minus 10. Flaming weapons or fire 
affects them as a normal creature. 


Though the oldest of speaking peoples, Ents were dormant until 
the coming of the Elves. Elves taught them to speak and inspired 
them to become mobile. Ents are the shepherds of the forest and 
usually resemble one specific variety of tree. This leads to a wide 
disparity of sizes and description. Gentle by nature, Ents are not 
quick thinkers and do not act rashly except when incredibly angry. 

Ents are a dwindling race, partially because they have been revert- 

ing to their dormant tree-like form out of weariness, forgetfulness, or 
bitterness. Another key cause is the disappearance of the Entwives, 
who, over a span of many years, becamesundered from their mates 
and have vanished from the pages of history. 
FAISTITYCELYN — A vast turtle-like animal mentioned only in 
Hobbit legends, the Fastitocalon is big enough to camp on. They 
would be about 150" feet long, almost as wide, with a huge head and 
flippers that are extremely powerful. If angered, they would find it 
quite easy to destroy most boats or ships. 


FELL BEASTS — Cruel mockeries of the Eagles, the Fell Beasts 
make their homes in high caves or on shelves beneath overhangs of 
tock. A number of them are spread throughoutthe hills of Southern 
Mirkwood. These creatures grow to lengths of thirty feet with 30-35 
foot wingspans and are distantly related to the cold drakes of ancient 
days. They cannot breath fire, but their physical armory is for- 
midable. Nine inch claws and six inch fangs along with equivalently 
sized legs and jaws have persuaded many to become the Fell Beasts’ 
next foil-wrapped lunch. 

Fell Beasts have excellent nightsight and can glidesoundlessly and 
effortlessly, allowing them to attack with complete surprise at night. 
(Add +50 OB to any first attack at night if thetarget does not makea 
-30 perception roll tospotthe beast.) During daylight hours, theyuse 
amoredirect approach; a fast dive out of the sun impales their target 
on their outstretched claws, Somewhat social creatures, they often 
hunt in pairs, one beast making a distraction while the other strikes 
from behind. Large Fell Beasts can support the weight of two men in 
flight and are frequently used as mounts by Sauron’s Nazgül and 
Olog-hai warlords. 


FLIES OF MORDOR — The only beastsin Mordor, these greyish in- 
sects are each marked with the Eye of Sauron on their back. In- 
dividually, they are much like horseflies. 


GIANTS — Again a beast rumored only in Hobbitish legends, these 
large ten foot monsters are reputed to guard the passes in Rhovanion. 
Large and simple-minded, they аге still to be avoided. The attack in 
thechart is their club attack. Giantsarealsocapableof crushing peo- 
ple under their huge feet and throwing any large object that is at 
hand. Both attacks require a maneuver roll against the victim's move- 
ment and maneuver bonus, and, if successful, an attack with a 90 
OB. Objects are thrown on the missile attack table, doing double 
hits, while the stomp attack is done on the Two-Handed Weapon 
Table AT-3, causing triple the listed concussion hits. 
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HUMMERHORNS - These large insects are said to attack armored 
knights. Shaped much like mosquitos, they have a wingspread of 
about four feet and weigh about ten pounds. Loving swamps and 
marshy areas, they will swarm any unlucky passersby in large 
numbers, attacking until they are all dead or the victims are dried 
husks. 


HUORNS — Huorns are either active trees or settled Ents; they are 
sort of the missing link. Huorns are present with Ents 5090 of the 
time. Huorns fight and defend much like Ents, but are much slower 
andare not really sentient. In most cases they will obey the will of any 
Ent and will fight at their side although possibly for different 
reasons. 


KRAKEN — Huge evil relatives of the giant squid, the Kraken are 
used wherever needed by the forces of Darkness to guard any area of 
salt or fresh water. Each Kraken has many, many arms and can at- 
tack up to three targets with its full add. If it chooses to concentrate 
them the add goes up by 50 for each attack foregone. A subtraction 
of 25 can be taken off each attack for each target over three attacked 
in the same round. Once entangled (Any “C” critical or better), the 
victim gets no shield bonus andtheKrakengets a 20 bonus plus any of 
the situational bonuses. As listed in Table ST-2, there are three dif- 
ferent sizes of Kraken. The major difference between the sizes is the 
OB and ће AT. 


MEARAS – Super horses of the Rohirrim, the Mearas are virtually 
worshiped by the blond horsemen. Mearas are much more in- 
telligent, faster, and hardier than anyother horse. As such they make 
ideal warhorses if they can be acquired. No Roh'urim will sell such a 
steed andall willinquire about one he seesthatis notin thehandsofa 
Rohir noble. 


MEWLIPS ~ Mewlipsarean evil race of cannibalistic spirits said to 
beakin to the Wights. They favor noisomeswampsand marshes, en- 
dangeringanyonenearby. Once killed, however, they can prove pro- 
fitable, since they are hoarding beasts. If agroup of Mewlips is put to 
flight or killed completely, a tracking roll at a -50 subtractron will 
lead the party to the Mewlips’ lair and treasure, along with another 
larger group of Mewlips arranged in defensive terran they know 
well. 


MUMAKIL — Very much like the extinct wooly mammoth, the 
Mümak has been trained as a beast of war by the Haradrimandother 
Southrons. All Mümakil love battle and are not easily controlled 
once battle is joined. Any horse that comes within 100’ of a Màmak 
must make a RR agarnst a 1@th level spell or flee in terror. (The 
horse’s rider gets his riding bonus as a modifier.) Due to the armor on 
Mümakil in wargear and their naturally tough hides, all arrows only 
give 1/2 damage and give criticals on the large critical table minus 10 
onaD or better. 


NAZGUL-—The greatest of the servants of Evil during the Third 
Age, the Nazgal are feared by all. Also called the “Ringwraiths” or 
simply “The Nine”, these are nine great lords of men who were 
enslaved by Sauron in the Second Age. Each had coveted great power 
and accepted one of the Nine Rings of Menwrought by Sauron. Since 
the rings are ruled by the One Ringand controlled by the Dark Lord, 
the Nazgiil became his slaves. As time passed they became immortal 
in spirit, but their bodies gradually faded into mist. Essentially, they 
became “shadows” of great power and are now Sauron’s most trusted 
Lieutenants. The Witch-king of Angmar, also called the Lord of 
Morgul, is their chief. Of the Nine, he possesses the greatest power 
and ability for independent action. The Nazgûl are afraid of deep or 
running water, fire, and holy Elvish names such as “Elbereth.” They 
are virtually blind by usual standards, but possess an amazing sense 
of smell and can enlist the help of other creatures (such as specially 
trained horses). Their power is lessened during the day; Khamul, the 
second in command has a considerable fear of thelight. All Nazgül 
shared this weakness to some degree, but all, including Khamiil, can 
master their fear. 

Nazgül wear large dark cloaks, hauberks and helms. Underneath 
their clothing, they are but misty forms with almost no substance. 
The special powers of the Nazgül are very numerous, but they also 
use more mundane weapons such as swords and poisoned daggers. 
One special power is fear. Anyone coming in sight of a Nazgül is af- 
fected with unease and terror (without a RR). Anyone foolish 
enough to face them in combat and view their red glowing eyes must 
make a 15th level RR or freeze in combat and be cut down like acorn- 
stalk. Anyone surviving close contact with a Nazgál or a critical 
received from a Nazgül must make a 10th level RR (Chan.)or suffer 
the Black Breath (If acritical is the cause of the RR, the RR is -30). 
This is somewhat similar to freezing to death — no matter what the 
temperature — but also freezes and destroys the target’s spirit and 
soul. Death occurs 16 days after exposure, modified by a number of 
days equal to the victim's constitution bonus. 

Most weapons that come in contact with a Nazgül will wither and 
vanish. No weapon except those of Westernesse or Elvish make will 
harm the Nazgál even if they do hit. ARR versus a 10th level attack 
should be madefor any weapon hitting a Nazgül. All weapons are Ist 
level, but the following modifiers apply: double the bonus of the 
weapon (+ 1@ adds 20 to the RR); Elvish make +20; Nümenorean 
make + 10; ora Holy weapon is + 36. These bonuses are cumulative. 
(For example, а + 15 magic shortsword made in Nümenor would 
have a +40 bonus for a RR needed of 45 or better.) 

All Nazgül are capable of using some sort of spells of differing 
power. Beckoning spells and blasting fire are the most common. Of 
the Nazgül, the Witch King of Angmar is the most sorcerously- 
inclined. Mostly, Nazgül ride large black horses or Fell Beasts that 
are inured to their presence. These horses provide the Nazgül with 
physical senses. Since the Nazgûl are spirits, they see best in the spirit 
world and rely heavily upon symbiotes such as horses for their direct 
interaction with the commonplace world. 
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OLOG-HAI — See the racial description in Section 2.21. 
ORCS — See the racial description in Section 2.21. 


SPIDERS, GREAT — Encountered in the old forests of Middle- 
earth, the Great Spiders are the remnant of an evil race bred by 
Morgoth and augmented by Ungoliant. Intelligent and capable of 
speech, these Spiders can easilytrap and eat all butthe doughtiest of 
foes. The greatest of the Spiders in Middle-earth during the Third 
Age is Shelob the Great. She lives in Cirith Ungol and is left alone 
even by Sauron. Most smaller Spiders took up residence in the forest 
of Greenwood, later renamed Mirkwood. These smaller Spiders are 
the ones represented by the statistics. Shelob would be much more 
fearsome. Even smaller Spiders are a force to be reckoned with since 
they work together in large numbers, possess a stunning poison, and 
can spin webs very quickly. Any bite that hits home and gives an “А” 
critical or better forces the target to make a Sth level RR versus poison 
or fallunconscious. If the RR is madeeach RR versus successive bites 
isat 2levels higher. If any RR is failed by more than 50 the target dies 
in six rounds. 


TROLLS — See the racial descriptions in Section 2.21. 


VAMPIRES — Vampires are another of the ancient beasts from the 
pits of Morgoth. Many of his and Sauron's chief servants and 
messengers took the form of Vampires. All Vampires can fly and are 
armed both with weapons and powerful talons on their leading wing 
edges. They are spirits and affect weapons much like Nazgül, but 
with only a third level effect. The most famous Vampire was 
Thuringwethil in the First Age. After she lost her magic cloak and 
vanished the cloak was used by Lüthien, who along with Beren, in- 
filtrated Angband and stole the Silmarils. 


WARGS ~ As the Great Eagles are greater than earth eagles, so are 
Wargs greater than normal wolves. Malicious but intelligent, these 
beasts are large enough to serve as mounts for tribes of Orcs they are 
allied with. 


WEREWOLVES ~ Evil spirits held in thrall by a greater Evil, the 
werewolves were the special servants of Sauron during the Wars of 
Beleriand in the First Age. Werewolvesspeak both Black Speech and 
most Elvish tongues, and this is but a small part of their cleverness. 
Like Balrogs, they force opponents to resist their terrible presence, 
although the RR is based only on a Sth level attack. Lesser Maiar or 
another type of spirit, the Werewolves are not slain easily. If they are 
slain, the spirit is only temporarily removed from the physical plain 
and will return to seek out its slayer, 

WIGHTS — Wights appear as dark, shadowy human forms with 
eyesakin to faint lights. They inhabit the same world as the dreaded 
Nazgül and are hard to perceive as anything other than dark, misty 
shapes. If seen with the aid of special magic, Wights will take the tat- 
tered forms of great lords of men with cold cruel eyes. Wights inhabit 
the old graves of Dúnedain, sent as messengers of despair by Sauron 
and the Witch-king of Angmar. 

Wights are extremely hard to kill. They take half damage from 
non-magic weapons, roll on the Large Critical Table, and have the 
same weapon dissolution effect of Nazgül at third level effect. 
Anyone touched by the Wight, or hit by its weapon, is affected like 
the Nazgül's Black Breath at a 7th level effect. Unlike the Black 
Breath, this effect is immediate. Wights also affect onlookers as a 
Balrog, but at only the Sth level. 

The only way to permanently kill a Wight is to kill it physically, 
open the grave it inhabits, and spread the graves contents out for all 
passersby to take and thus scatter. If this is not done, the grave will 
quickly be reinhabited by another similar Wight. Three different 
types of Wights are given in the chart. The power of a given Wight 
should relate directly to the power of the lord buried in the grave the 
Wight inhabits. 
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Road is withio view af the Inn. Travel glongt be read la эшч ей bot 
stesuy. Guesisal ihe Lao ac Dientiful Uf somcwhat seedy), 4 Lough 
севиш May appear a bit (e р capo t o Јсат о more Of che ureasuses 
whisfereda bauîl ovectnule!n he publiccoem New. i TA 1640, ће 
бо iOcky, an d heavily -woudads сел of fallen Rivueieru- known 
аф the Tretisho ws is a dangerous area to travel. Hill-teolls wandering 
seul С тота! be Ettenmmoon (near Angas) have gathered in latte 
nuctersand єоат the forems ac eat fle dark. {labe tayine ne) 
ond in \bçir vader reunia (са, Elcklng m (hc beues or brie victims.) 
Rumers at disappearances are widespread. (Now, «oz das bizarre 
and frightful evenis aking place! а once-atandoned castle halfway 
belweea the 1.25: Ina aod theold HiDmen ay of Cometh Brie 
regularly reach the pecked.np cars af юзе advencurerz, shems 
100 Fertanc-seckers trash Of fealish enough со Ieren, celleciwend 
Make plans. 

The Losi- Jan Itself is a colabively safe, cles and сооту euablisti- 
ment run by бэ: Gru Талу Гог genetattong. T lis егеп owners, 
Rubbaed Boro Grim, гї: wedcst eid industrious, 

NOTE: Sor chara fer Cepentiities, check the Mester 
Chavactér Carl. 87-3, More apccific sees for ait NPCS in 
the Sonple Adventure cam b в/на inthe NPC Character 
Summaries Chart. 

The Grimms employ thele iwo young sons anstablehands, ood 
Veir daughiers Mito, Bonnie, and Суд соох ind clean. Bura ls 
also recognized as a (ine ourse end empleys heaBnyNerbs and potions 
with askld that has caused some co call her a magician. (She is scaly 
аа дп}, 

In addition to the stables rad coar Yard beNindis, the fust floor of 
the Еды Ing Ъ095:5 2 sp: cious public тоо, а attialler Lavero for 
serleus drinking à nd go ssip ing with the Jacels, two small booths wit 
curtains, а 13-5 y.13 door room (with а secret exit to the shadowy 
shrubbery at he castettl edge of We Iria) (e; р Зу ае discvssipno, and 
a large kitchen that serves tha tat roan (ewl cast eti he river, Tae 
Gramm [тфу alse tvciion the first floor in riter cramped quarters. 

The second fiosr of the inp offers fourcom fortable and wd)- 
ented private bedrooms and two very iege communal sleeping 
root. Let the Fruga) be fecewarosd. haweve c; \Micveryis common 
In the Jocger rooms, and rogues who ere proficient pickpockets 
regwarly lave} tbe Gest Fasi Read ind Pye) oPOa udsusPectiog 
50009 XPOki0g LU Sav c a Copper обесе Or (wo LYS! i toe age, 
bare, cbBly roeas wlih their (olew wuyfmrers, Becouse of tbe 
Comms funda mental decency, wawie 2nd mugging ace толе bot 
Occasioaal y una widi, 


Masy (cave) ie Сез. Eas Road teaw azl aos Sepai the Last Ino 
ео Joute 10 Aree, 13e laswns of Rhudaur or occasionally, RiverdeD, 
Unquestionably the most popular visitor is the wandering minstrel 
Тигр, a паміне 200 charming fzüvw who isas Ires witb hù: 
money 2х lir îş wilh yarns and songs, Топо steers ati he lan very 
fortnight or sa onk t. way wea to Broc ога Ovth io Саохіћ Belo, 
wheve snag-lovmg Hilimen ‘nove a ст од. Some 297 the dalal’ of 
the honez-voiced Turha ceuld eharm tb c scales oft а Trolls wack! 


THE LAST INN 


The Inn at the Last Bridge 


14 


Another т сшде р utk at tbc Last Lon is feri hc Trader, a iran e 
гоб Diinedain and Easterling blood, who (И is екс) mul scl 
sunlight to an Bcc. Ne оле but Tuslin knows more about the mings- 
en in and pound the Trotlsha«s (han does Р sien. 

А third regular at the Ion is the herb-and-petion salesmen and 
would be healer, Соол, who was ion өш of Goodor year sago 
afer loadvertently poison ing n noble housch»kl, Golang айю 
possesses а wealth of information about Cometh Brin, where he 
Tomulaly travels, eod declares ihal the scar? tales of the odre. 
Iqontel castle ist the Wounds еге trie, Гос л few «ирег peeves, 
Goldang will tell morc, bul only inthe privacy af a buvlh ora гоого. 

@her wayfacess 1 прис? the Great Eost Raad coil’ slay nt the -ast 
Inn. hit moet mind Ieir bucneis 9nd aregane hef areanyonenat ic sx 
thar (Ac Nc arrived , 

NOTE: Por information abou: Hiring Non.pleyer 
Chorec teras Section 4 24]. 


Becauszof the Inn's location ood dut anpef com centers of popula. 
tion and production, prises for accessories tend to bea bh sleep Гот 
mos traveter‘stastes, about one and а halfimes thc normal price, 
Food and lodging arenvailable al narnia! prizes, bnt only ihe mst 
common weapons can be purchased, usually Crue iraveters veking 
Ю make ә fick sere Ul supper Plows. Crudeclatliaf cae he pu: 
chased from Falun, who д\з@ Ыса 6 го ufoews und bows, Magic it елаз 
are rarely sem әгоџла Ше loo. Burs Огонь kets а tew Мейо 
herbs їп a be Кей chast Jakes kite. pantry, bia these эгезил Гог 
sale, The ony means of sroundirpnspoe avodlablcaren light horse 
and a рову keg: ө! the Inn’ stablzs. Eachsclls fer one and a halt 
Пожз ihe normal mier 

NOLE: Fav more en prices, Nfa ta STA, the Ёт ир точ 
and Price Toble. 

Thefirsesime traveler willncsice agloom in 1һс ай at che loi, fer 
IbcGoamup's ddes and boght son, Lediton, ho:disappeared and 
is (cared hdd prisoner by Trellu in the neacby Trollshaws. Tho 
@rumms otc efíccing s reward of two veld gecoes clue shife ime of 
frezneak and lodging to anyeoc whosafc(yretacas with Leddon, nr 
moro sadly, who prod'icts what ега bc idenüfied es Ihc cemains of 
theic beloved sen. who?tas beco messing fos almost a weck, Leddon 
wears a distinctive cing сппдо of bone carved in the sha pe of a male 
goat rcazing оп ols uad kes and beats an ogly эса oc Lbe calf of Ns 
let lez. 

As with any crossroads establla hment, eetbina s more abundant 
san силоосх of Sok, gems, magic weapene and lems iddden in rhe 
area nearby. Ger ole and biscuits In Uie ravemo f theta dInn, one 
can leur of e caste jutl e une ds (wear dree days nech oftoc Гап 
and just i$ LOELhe hiver a castleeuneccéte b:unoccupicd ond fis) 
OF Ireiisure, Оле drunken fellow lotown a: Crap, inwstiny that be 
alune knows the true tbe uf che castle, celsofa crude hnr detailed 
map leading ore 1e the Bost узен Jeep WANIO Ibo stronghold. He 
even im irag/€s Lial Гог one geld рих, Lic could laceicand tand over 
& copy of the treasure imap. Acœwdiiy lo Oscppyu hard-drinking 
Farmerand localgossp , the cast te long ago belonvelie в woll-born 
bui mystcrinu к Edain nobleman, о Mage whuse experinienls with 
animos wese much дате about and leored Gep p call, Фе castle 
HenibarGükr.or "Dwvlüngof he Los d ol High Seecery, "aml bitis 
that if oœ i foruzale cmough w avid е many порі sed pk felis 
that y et guard але wealth hidden th ere, he might be the riche end 
most powerful manin nd the Trellsiaws. When ,orseone laughs at 
his talltake and asks why he, Geepp huüselt does net ctam iNe boats, 
Gi epp omy shakes bis heed iud says: "E asi veo о un coscowwily 
for thar.” 


KEN FORLAVI 
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Tieoscies speeked by Grepp'stales or by the warnings of otlwcs Lo 
опш oen plocalet y expedition co the castle in Ure woedssauy «aol 
te gatlicr a. [ew likc-minded friends nod tatkle > sénpler geal, Bke 
sewuiire a Tretl-lale 22d if all gecsrighl, raiding i, Such Dirsare 
hollowed oos df tbc cock sin the баср woods bordcvingtlle [nur and 
most hold substantial booty, 

Stoute;dieatted adventucess may cake up the Gars 8n alivir ot. 
fe undai far theks son, Ledden, heping lo rescue bim — petiiaps 
soxnig some SOW and gams in tl c Jeoscss — und TO геше nto claim. 
the rena. 

Usuec tlw iade vy eins айй eaksol che Tronshaws, manyedyeu- 
{ores await. Rest althe [clo eid leatn ca much gc pexsible for doce 
vwiUün thewoodsy ea wit! uissoaw wh y Ihis land i unselifed, and why 
meo call is dhe ГАМУ 


The Countryside 


THE COUNTRYSIDE 


Three por dangers await (hose courageous OF © су саллар tà 
scout and move about the dark asd dangerous woodlands called the 
Trollshaws: crude and superstitiogs Hillmen, the unlikely and 
unlikeable creatures who give the region its aame, the Mill-troilr, and 
the rowny Orc patrols of Angmar. Whether searching for heabag 
herbs Or a atosi: of ems, ape had ben avald ELUNG aly of ur 
won y uro of threatening groups. Маша ФАЛ! у — sucli as 
stub upon apach vl leuis y merca ûr u bsc сас pyar Јіру ber 
young — alo abound in lbose wid woeds. Tho vnly chanw of 
encountering friendship int be precipitous count YA le nei b of (he 
Great Вам Road is the rare, face-to-facemeeting with a Hobbit, fora 
Few Stoore sl inbubit the Trollshaws, The only problem 19 thal a 
Soor dumay caaygh Lo tnsvp into i; biedy го be drugged, half dead 
ог folly inane, 
NOTE: For more information on moeleg edout the 
Trolisheres in search of action, ста what happig when rou 
find A, ме Sections 523, Ey ASTON AND HIDING, und 
З.М. ENCOUNTERS Tae ENCOUNTER T ABLE, ST-10, 
ЧЛ obey prove hey ful. 

THEHILLMEN 

Hillmen, descendants of Dunlesda$s and jusi us honpitabke, 
fought tbe Witch. xli when he subdued (seme might 14y macsi 
Rhuduor hundreunof year y оке. Now Ley алс Гог Tif, mf ны! 
when *uaked." I aven e T copper jewetry and loud, bawdy wys, 
Rillmen retigh 16€ outdoor life, scaling seep cüfla Whe mowila 
eose. Superuitóus aod wenopbobic, Hillmen few dasknew wud 
prefer io (DCA the 1004 aintes Nights in Deir home, talking much 
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ооой, «reaming incuhs and core at each other. 254 laughing at 
misfortunes and missteps thar mighi Dring cars 1 13 tap race of 
men. 

Among themselves, Hillmen speak. Dunari, although most know 
Wesron well enough. They also offer sacrifices tò thes vengeful, 
Gespicable deities and deeply despise Words, Dwarves and Dünedain 
fal ca су seco ш these рали), ay well аз Crs and Stcawhends (We 
Rohini). 

Hillman ace greatt rackera all but Imposible .o1oseor threw off 
yow trail, and pre quiet ag пша Cu. Theykrew theT olishaws 
зо well ty wuld give galled tours blibd kide l, bat of courser hey 
would ncvec vus you enpygb lu even luni tbeir backs ow уор, (A 
wise advent wer would irepl ther the sawe.) 

THE RILUTROI 1S 

Troüs ac huar. (оца, vil, 22050 and bloodthirsty, and ube НЩ]. 
trolls of the Trollshaws, although a bit more intelligest than most of 
Фей brethres, аге no exception. Hil-trofh do speak a be of 
Weaun, usually соси io make you understand thai you ase in 
rest асу шид bave tat э wowi 0 mabe friends or dic. Trolls. 
rah eoim more than the grinding of Mesh sod bose Ia cher 
Grady tech, айы they prefer fattening upa victim over a course 
of scveval das before dinkig vu the unlucky wretch. Hilt sth do 
employ hammers at well en (nit clows and ide most Т Cols, emet 
avold sung or thoy wlll тв 10 stones Ure sight of which drives 
lellow-T rollaintoparoayma of \lacontrollphle, kidequs Laughter 


‘THE PAIR@LS @F ANGMAR 

The Wiicli-king koopi ө close nyo on the Trollshaws. Ebr Ovci end 
Wargs regularly scout the forests of Rhedaur. sailing fior news and 
drexh meas traveling to and from the эсс West 


The Ruined Castle/Overview 


ADVENTURE SITES 


THE RUINED CASTLE 


Three days nori of th: Last Inn aa just оа Labntary uf tke 
Mitheithel stand the crumbliag, casic soins of a once magnificent 
аці, HeruderGdlar, the welling oF the Lucd uf ИЕА Seceey- 
Thesircain that once feda meat Scifinyttiestienghuld frum 
froncal atcack tas now cut through ihe wallanu eaten awxyot Tower 
3, which is 5099, andhastumbied Towers, which hasdummedurt 
stream and divertedits flew . (A sobterranean river skirts the walls ib 
the rear end poevides сэсэре from Lhe @гєосз\ўклнс® of the keep, il 
оле makce б thal tir in iveexploration ofthe masb-fear od Cislleih 
thc Weeds.) The malo eases blackencd ood blasted. The enirangeon 
the сами sidcef he splintered, plank bridge i Neoded jtlszapproach 
frote tha vad, however, de high und dry Sleep cliffs fall hebed the 
caste and provide jdcal orotectlon Foris current residents, a rowdy 
banu of Orcs led hy ieir capiain, Tek, and his master, the elusive 
and perigavwsic Mage and agent of the Witch-king knownto he Orcs 
of the castle as ArOAlar. (The perceptive PC may recognize the 
handsome evil-doer from his regular appearances af the Inn, where 
he slags and charms audiences аз Yura, the wandering mu stre.) 
Ar-Gülar is, 1а actuality, а fallen Edain noble, the bastard son of a 
powe MJ вж ог Вашаш, who was deided sity Inheritance bot 
cxciveó an extraordinary education and da veloped э zest for 
deception, the use of magic und seit cy, 22d revenge upon the зір 
aobility. Thu wenleted tiyfale Lathe баг ваше the Wiich-king's 
realm. 

Ar-Gülar's doties ate threefold: First to gatber all the in h'annalion 
be can about tbe (tgion s inhabitendsand their nov emen ts aid aids; 
Second, t owausethem às nuch Eeoubleas possiblewile teiziaig alfilsc 


HERUBAR сй лн 


wealth hi can} and thind, to report aU he learmstind О gx rendervot kc 
Witch-king mest of what be gains through his pestids watt black 
magic. 

The obvious cetrance 10 tbs cst ie A up tb» гоз or aloog the 
stream bed, taking osoc to stay behind the generous cover of wees and 
shrubbery. Af least (wo © rc lovkovis are va duly Flam: uv aeonud 
Toor of Touer 1, where jhe Gres Jeep.and the bind Mu wl tbe liez- 
agonal keep, кисса ruined obscevatory pras rd esa bi vad viewo liue 
landscape befOza thc Lat ss, rae эге cuee vigilant afer dark. During 
daylight hours, rc suas doa sce vory well and 1 y instesd «pen 
their keen sense of hesrlng. 


NOTE: Corresponoiite HANY шту жетг passages are 
marked by corresponding cayodal letter’. 


né 


The Ruined Castle /The Four Towers 


THE FOUR TOWERS 

These adventu'crs wich enpygb guls зо estes che crying casui 
walls may fiin wam rexakplore the Lour decay (Ae 309/873, (О CUE 
UCM aed Soe any teat Martbed (ure. AJI feur сем аге (fiy Teer 
il dra aod lave interiot surs UP огл f иша level. Luck il ¥ Fr 
the woWd.be pluniderez, onlyone coweris occupied by Ores. 
1. Tower 1, Tower 1 is flooded ai basement level, the stairs broken 
and dangerous, A corroded, gold-colored chest rests on a ledge ten 
feet below the water line of the forty-foot deep pool that fills this 
tower. The brightness of the “gold” may catch one's eye, but the 
singing fish and small kraken (twenty-five feet from tip of tentacle to 
crown of head) lying low in the shadows may catch a hand, an arm, or 
more! Thechest holds 200 gp worth of jewels, silver, and gold and has 
corroded to the point that it cannot be pulled up without destroying 
it, The first diver into the pool risks a 10% chance of disturbing the 
kraken; each dive thereafter increases the chance of provoking the 
creature by 5%. Each successful dive brings up 1-100 sp worth of 
jewels and money. The stinging fish are merely nuisances and inflict 
no damage other than an ugly rash. (The PC's don't know this and 
may suspect the fish to be poisonous.) 

NOTE: See 57-2, CREA TURES SUMMAR Y TABLE, and 
lon 4.24, DESCRIPTION OF MIDDLE-EARTH 
CREATURES, for more information on the kraken. 

2. Tower 2. This structurc isin nuns; ondy xatt cred iman Deocs, a 
ойош with ap алп Ux ugh Use iibcage, wkl a eart? елей 
Bica ili entcing here 


Town 4 


3. Tower 3. Hens the 10-12 @rcs whe call the calc berecalecp, kecp 
ibeir weaponshawfy, ead ague about v hocea swallown live Stoor 
faster. At beast Aue Orci arc always peescoc heec; one Ug scvco more 
тауарревг depending upon the ume or dak and che куд ef aci vty 
tn Uie regton, Tove not seep Aga Inge ound un Ше seod Noor 
ef Tower 3 ase eff ов Vitel or nc Uie Lookeur Towcc 
(fomorl an Bbsanvscecy) со iw tbid Nowr o f uie Castle Keep, 
However. they will rezeend coany alam or disturbanec, Like mon 
rcs, tlioscoTtheoasUe fc ac watese swell aliit aed atesat prî singly 
£Ócp bealers Also of note io Tewer 3is n secret passage builiinto tbe 
chick wall thas leads dewo tothe first level of the undercbambe:s of 
the kccp;bhispassageisknowont yao thi Ө гс commanderand tote 
evil lord Ar-Gélarbirosctf, 


NOVEL Esma noke û Hard (10) perception rail to deter 
mia whether o'r мо! thee discover Wis secrer passage. 


4 Timer 6 Orcbala heve claimed T ower 4 ac ther Own; here up to 
thirty-tbree ot clic lw ge bleckBtids бус as they spy for the lord aod 
squabblcall day Jong Al apy oac time, onl / 5-38 of the birds sce pro- 
seni . Crcbain аке pick up Deubles aod small gems, aiving them for 
thele master, AAJA, Each а) віс budr rwcaty ness oonuavis 
1-LOSP wor OF бешу; Cy Cesta v ill NEAL qo p recent their tests aod 
rax a wekel kU Lê ıuuse ill the Orcs ofthe cant їл a av amenrar 
Ive (20% cbinvecsaclireut) J; Crubsin we ibe “cay Cac Melts crue 
jagut 140 feet flu: ac Obenus pec cewid. They can (гам ай four imes 
that speed wher cushing sacre mossages to Аг. Одіз», wherever be 
aay be. sid can гєр! hlen 33 Ш danan henr whenhes спгстайъ- 
WE ot ie asl Inn, facexziiplé: Tower 4 3lsp has a sevel passage 
toils ime ibe thick wall заг leods ao wii te Level 2A af the under- 
chambers of uie donjon. (PC's must make a Very Hard (20) porecp- 
чоп rell te ciscever Ше passage ) Behind п Шешу dess tlth- 
aC ust олок qtackad by 3 tarety-dis cernible" X^ and about Four 
Feel Dawe the Mee. terc гесез SIRE лэк!» еге З шол whi an 
Easy ( - 2B) lock. Lasidc be box ts2 Фра key wr 1c исабшс 
chee lying deep міо lower chambers et Ihecusie «00 Level 3. А 
Meum (0) st abbingtrap peoiects the bex; anyone pulling at the 
covering brkk who сост" duck helow ihe level of the bask wal ke 
mei with a blode diven deeply into tin. (An "A" Slsk ада "C7 
Cuncture Critical.) 80 tle ythur hand, » wpisal Озь? ec Нерва wal 
mer els chockle lohimself ac 1 he blode juts һаттбезайу abore his Jitad. 


THECAS IIE KEEP 

Fiat Floor. The grouod f oor nf she 128 by 30 hcxagenal Kery wax 
once an Sesam Jinli ef sizikiog pryportiens and beaty, |Obvisosto 
anvenc bus ал Фус, a wealihy Edan baron oz bord anpe owned and 
escupled lecasth ) Now the wits ove hung wah tattered tapestries 
ола ripped рат ings Smashed saulpt оеся lier 1 hein scribed stone 
Nosr, Ores rarcly cma сйс keep execpt ve maintain a lookuut from 
theshind-floor abscrvalory, 

Second fT aor, A balcony overlenks е Great Hall "where balk and 
feasts enllvcoed and enfighamed ihe sazacture long ago. бис! 
Quarters and the reninan of icons at che nov-evpiy Ceremansd 
Chamber takca p lhc rest ef ihe second oor. 


The Rumored Саме The Caste Keep 


CASTLE cer 


BRCIOND FLOOR 


GHEAT HALL 


(. 


CABTU ам” 


Third Floor 
0. Tord's Bedroom. The М by 24 chamber bouis э mow 


passage egy (bod пйо бю walt ihatheads tobe Library, bypassing 
the Servants’ Chambers 


2 Servan s Cambers. A МУ by 17 toon where he Mage-lord^ per 
sona) s orant siepi and stood ready to serve him ar aby baur. 

3. Library of Lore. Floor-to-ceiling bookshelves line much of the 
Library's walls, Looted, yellowed maps and ripped-up books are 
Эгем abour tho жог an tables, Dus kas settled overeverth ing, 
(The Libtary,approxinudely $6 by 25°, also coorains à secret, 
unlooted roumand two secret pgiiugewau Jsduciuised further I #16, 
7, and 8.) 

4, Observatory /Toukiet, AJT by 20 ' rosa) with windoes ооду 
put аро ую road kading to the exse mex The telescope in vec 
window is functional, but Use glan i, моорей Ors ase this room e» 
э оош эмие; the watch changes every four bows. Tort bs 
abways ıı eas nee Orc hore, and ibere & а 10% chance af tbe Ore 
Captain, That, comaag by in 009 grex 10 riage TOA 

S. Laboratory, This 65 by NY chamber holds aged tects. papers , end 
puzaling experimental devices, all in disarray, A tiny, secret room 
(further discussed in # 9) stands undisturb zd, №00са bebind Maur 46- 
ceiling bookshelves, 


& Secre Passage (Bedroom) This narow hall buit! into the wull 
leads direcUy 10 the secret passage hidden behind bookshe vesin tlie 
Library. 

7, Stent Boum. Only Аг-@0 lut (Тиіп) knowses Ibis пасом onin 
Ridden Dedindboek исме In the Library; be keeps)! inlact beth as u 
lure and as iasnrancy, Diouló ihe Wiich-king pumasa Je or cad 
him oul (As-Giies Ко wants lo keep his presencras a MAg wer 
ард anagert of Anna у tcr o( coer.) ] às Dow holds regama) 
тар and асч biol арм beat aies o | ares та navelen is 
tbe Тала то; sca mans э table are ten Black Nümesoccan 
уоту (CER. Each поа wight jest over T0 pooods aad љор bring 
30 sp it Fordss! or аз another cà У. (Ther) bold ШЫ! wantio irc 
>eDam the тольо A Cars Оки, nbidt i closer bur much iak ier.) 
Several chimes weltien on chatted and SAY cod: beth warn aud 
beckan to thuse lnurepid сюит tà find mod examine this гойт, 
which is Extremely (400d (30) to discover, @ne such nem Iles 
exposed pa ue tobley 


Down deep, deep (awn, 

Treesure will iy Jeund, 

osi the Megs gd моду (e poole 

Wealth gæs the miy , Devil) wettoures Toont 
ХОЛЕ: The UM 8 ed Dad fo make fw изе Of we qforma- 
don md alic» contained in (tê secret chamber, many of. 
whit wid dendi to feries фут! я res босі «tên he саяс 
ата outside е 


А Secret Congre. This "inding am) ‘CYL тое stairway lands Gown 
to the Mage-tord’s lower bedroom: Reddo on ibe fire Ком of cbe 
Underchambers of thekeep, то diwon 151 secret pasase requires 
a sucasfvl Very Hard Cl) perveptkon roll 

9. Secret Ruue. Thi liny amber, hidden behind book Мыса [n 
the Léboratary, Is unknown te Al-Ci@lar and the @rcs, Herethe 
бй) olt U stored piney Jevumentl ax bis experiments їл plier- 
ing the size and |unctiens и! vurlous Beastsnalive co Lhe regtor (Tie 
hsddwthuen тл єсфє аһги 0! ly, supgestiog | hat the Mase ford gave 
up b s sudes suddenly]: She papers cote] 10 pooods and would be 
WENT Uh 100 £p te Ihe 1l). people in te nghi pacc — а bis oly, 
mou Шу. De Romp ( Pate nady Ian (30) 10 diseo er Ar bar 
doe nai sapo its existence aod Believes «haa she Library's scores 
room hold: afi the eats ol old 
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The Ruined Castle/Level | 


THELOWERCIHAMBERS OF THE KEEP 

LevetOne 

1. Alinna. The ги level below the ground once housot ap clegant 
arens of battle aod welk-lighted stage for performances af song, 
daoce aad drama. Tho зоо? ел arena aow holds tbe booty taken by 
the Orcs from treveters and olhers foolish соевое 10. wa velit the 
Trdisbaws, Guarding (hz eroaze, eRe! sBver Bad Geid piecas scat- 
teredover the Noos of the Dit (and chained to iiacewicr]is an angry 
ped notwell-fed blask bear known affectionately Lo the @rcs m 
GARR. The bear Б 0 316 Jevel beast andrakes (39 bha, (Sec Talla 
ЗТ, All @rce musi dcpoak: heit booryhcreCunder Lhewacebful сус 
af Ibcir commander). a nd al do. Toc lec! srewn across the Near ef 
lie arena includes SOK, 200600, «06$co. 5087. and 302p- 

2. Storage Колле smd Wow Сена. Leeced and wrecked, (Bla 
chamber is uschess, haking only cebwcbr and ctmpty, Wrokee wine 
bottks. 

3. Hall nt Hery Oown ihe stairs and ve the left abe fi ads the 
shsdewy liall af licroas. Fhis loig aud narrew passage ls lined with 
Slashed fanily ропа ө? Шс original inhalstaert of ibe cee andu 
first glance oppcars useless (o ibe сезуге. soe ler. However, avloser 
look will reveal grimy, dust-shrouded, and crude maps of the castle's 
uunderchambers. (Other messages urge аре to scck yeaa у саѕосе In. 
(бедери af uie keep.) Токо ине de: Manes af chine pa парз. 
the end ofthe 1:30 ear the wrcar aenesibtac is jc куска 0p. 
A. Siatuc, 1315 cleht-foor sal! siom Geni isin faces sleeping pakin. 
Even э ilgin cug at фис ef the Пост poruaits іар the faınily gema 
Wet ocak co bledw imposing golem. The golem wiB nol rest until 
[Bese wlio daze Co disturb the poctraits leave the Holl өт joi n ther 
ancegess jo ebovieo 
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UNDERCHAMBERS LEVEL ONE 


5, Lord's Secret Kedon, 11 is bece thal fic Muyeturd of ok! eem. 
monly reed, sIeeping ona red Пост betneera Jirel nyc 
items, 


Hens ie thee chest: 

1. A +15 chainmail of pheaming gulen metal which contrats upon сотка. 
Wilt perspiration, Bach meii wearer gets inio a eme sitimtion, ете ix 
206% chance of a «С Crush тиса! отсе every twenty Cowr bours. 

1. Теп + WO amous anf ose, similar im appenrance to the обет that, when 
shar, татти to attack the archerinateadof his foes. The attack is resolved 
normally; (he archer rots any resting «та far bimvd. 

3. Ose pair of shitty boots that dort? lesve tracks behind you when you walk 
but which, after В boars of constant wear, rush off with the unwary wearer 
in an easterly direction fec ooe hour. (fnsonbed inthe kether of both hoota 
в as Elish wor ning cha one ha pur on more than be suspects.) 

A. 25gp worth of charms and jewelry, including a ring of bone carved in the 
shape of Rhodaur, 

5. Books, drawings, and papas of kue waach appear very Important but 
whit in fact are fakes. For example, verses writem in am eleganr Sindens 
script appear ї give clues 10 further secrets of the castle keep but in fact 
lead ane to death traps іа the lower bevels, 

Ф. One + IS magic dapper ibai ии like a soe whem Ovis are win 100 
feet of ihe holder. 

7. One geauine #20 arrow, reusable if recovered, for the slaying of fell 
beasts. (Roll апу Critical normally wad roll ax "Slaying" on Tabte СТАДО) 

9. A potion that, when swallowed, gives the GIN of Underghamber-Vieion to 
the imbibe. Swallowing the coatems of (te tay vil gives one odejel vison 
of tie owes chümber of the castle; dangerous areas ave masked in red and 
paces where booty Б kept appear as Fellow, The PC vith a good memary 
(нерсе, ar IO) wilt hua be able to di » Genie beat Lev od Level ol th 
едва, 

9. A dear pocho lite that descnbed in A$ above except that it provides a false 
vison of Level 3, En fact, this ishomrewerses the meas el booty aed Unger 


b, A cms storsBc Area, [he ovcrf)ow ol arms and weilPoos saacd in 
DalUcaNGaciOush осо кетм £o dv righi of | lrestedıs in this long, aaz- 
cow cbunibcr, Ons vannes ar will noi uic items piled hore ат 
baphazwM fashion. 


Mera nıne Алан Det Arca; 

Vt e rz. 28e «achr) peer noceal Bee s р Ле u mmm ond ere 

Two + © EC aad inwards. 

Que ә s Maring Mas libe vego „по be ceni body). 

ATI MORK азд cimo Ja (Хе цег only aller Ihe lir mle UF 

Ah weer our Cad АҒ ое aene Jali malwn ee DEK Kem: | see Sec - 

chan 4.34.) 

5. A Long Bow with three + 5 arrows. 

6. A +10 Bate Ave that weighs only 60% of te average weight of vimlar 
m: 


7, етс Hall, Sparc clerhlag and faak arc piled here. 
4. Hallway und Stairs, 


керт 


The Ruined Custle/ Levet HA 


Level 2-A 

1. Herb abd eon Storage Room .Lecaced to Oe left ol'tha mairs, 

tba Une laly Ighiodchamber.100£ cet by 14, Sprouts buat: omy 

galote. Ten varie of herbs and poisons isome bcaling, зпплепах = 

jeusyalse Bow uvab undance. 
N@UB: PCS Nour roil une. die. the number rolled 
represents the hectichesen . ChevkS725. HERBS, POISONS 
AN DEISEASES TABLE, fer тоге fanneden. 
HERES ANN POISO: A: 

Atfüntas.? 2D dass gow per moni. 

Са» | 10 Jeo iom po niath. 

1, Bf. |- idet pim hanut li. 

4 CZ 110 озу рем [иа ean, 

э. Amin, 2-Nidages Hon per amni. 

& ЙА. 1-10 dova төн пет moit 

т 

a 

9; 


re 


۸ دند‎ ana, 2-39 duy enon por asi 

Susa; - f-lOdases GMa Ie ml 

Wb I5 дее аген net aum. 

14 Urano 1.5 сеси grow nec maib 

2. Torture Chamber. This 507 by 4Y chamber із the focus of this 
level of the keep; here the Orc captain and his two most trusted 
followers persuade uncommunicative captives to reconsider their 
commitment to continued sikcnce, A variety ef devices, incleding 
heated tongs, (отиче clamps, andeye pouezrs від (bem i» their 
quest for іо опта, Those who refuse toiak er rcowin of lm; 
teral Ole Gcccomrauler os МЄ ace teld in tbe four amel 
dungeon chambers, 
Э. Uungcoo Ora mber #1 Here n prisoner w it bhobding desire did - 
fermalion is held und led as (саду diet of mildly poisonous эй 
hallucinogenic mushrooms. (Ө rcsof Qiecsstlecam monly carry an- 
шев Lut he peisoos oy vials labelled in Orcish.l 


LEVEL 2-A 


"9 


4. О unecun Chamber it 2. 


S. Dungeon Chamber #3. 
6. Dangeun Chamber #4, 
7. Hall of &cecocc In bilhilion. Hon. power soils «ao be d mined, 
Рег cx&rapie, escb time a character eater the Hall of Essace 1n- 
hibition , one ba) f ef his Power points arc йш, 
8. Hall of Esseace Enhancement. On the other hand, entering the 
Hall of Essence Enhancement maximizes one’s power pomts, bat 
only once each twenty-four hous peviod, 
9, Secret Passage, Narrow, dark sisirslead down to Leve) Ther of 
the U nderchambers, where the areal treasures of tbe castle emain 
hidden, This passage is guar ded hya Name trap and inthe prias 
and sommer Ьу a vicious family of hoge Mes. The flame it 3p fis. 
the гоого wilh fice ing everyone 1-5*R Heat Су) every per- 
мю enierimthe feor4oxx high oval sione door doss по! first vite 
Lhe Bivish werds inscribed in dusty stancs abe ve the dex ay 

Du wy d 20 onddewn dan се 

Tv seek apy golden nag Филе. 


16. Secret Sieis. They Lead ор lo lowes 4. 
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Level 2-8. 
1. Stairway. Down these stairs, the audacious adventurer reaches 
the Ar-Gillar's favorite chambers, what he calls his “рате room." 
For on this level reside the hardy offspring of the warped ex- 
periments performed so many yeurs ago. A dark, wide stairway 
crumbling into ruin is hardly inviting, but go on you must to reach 
the treasures still further down. 
2. Breeding Pit. Empty now (but for a few spiders and asps hidden 
in the shadows), this decayed chamber still holds the stench of cor- 
ruption and dark arts. Here it was that the Mage-lord of old first 
bred the outsized spiders, snakes, bars, lizards and hounds that 
thrived im the gloom of this level of the dungeon keep. (And myth 
has it that in this dank cell the lord met his death, swallowed by his 
own misshapen beasts.) 
BoP uvaye-Lovetcd near (Ne wide Micvey, Is passage kads up 10 
Level (su: aed dew (о Uic Crease of Level Three ef Ша Under- 
chambers, П забе vemething of adolf enge since it is guarded by2 
fair of srabbinits are Liat con literally haod] he ошма У ot cleper 
his Һау. The traps give 1.5 "U^ Рашче Crlticals asd ate Very 
Hard 24) todiserm. Vi neo rhe door i$ opeced normally, the tipa 
operate mechanic atl y bys ioc ора doxes саше, sharpy tbla, 
kal (esti kelladck rman o fox Of hidden recepiacles on 5 Вос side of 
the duae LO te wakw2y 
3, Meg Guen: This gister cı eende ag endless vurply af resh 
drinking water, 
5еНай of Huuodls The Hall of Hounds ss silent иб; beasts ie- 
malo, but (he ewm eu 5 ефе ооу of two hounds асе visible te the 
corch-carryng explorer 
NOTE: The accompenstng iflusination marks aceay where 
there у o toud clmnce of being bitten, indicates the percen- 
tage chan cv chat а PC Wi boten даса гокмй he sponds o 
tho? Pet jcolor Wien aber, шей tells what Kind of hice he wilt 
suffers Mould Nis fuck dace i Mint. 
o= 5% SPIDERS 
b= 20% ASPSISNAKES) 
c= 5% BATS 
d= 10% [LIZARDS 
+. Hall of Шале aad Rats, 4 score of Dojionous lizards and 
peison—dats inhabit this chamber, Мевот fron ihese crealurcican 
be used to poison«ip acrews but oI course die Beasts involved are 
uniUbely v» Coogcraie. The c fect of a poisonous bite varies: abat - 
bite feeds co рагліузіѕ while tiaard venam causes Ик bess of use of 
‘Une limb struck. Antidotes are available in Camesh Brie, ond.the 
Ores. of Hcrubar GOlar сө тшу carry them іл vals abeut (beir 
necks. 
7. Hall eJ Ssiakes, Везеозе 1 pospeon ps lerk ui tnc ehadaws et 
1ihisc hamber- Asp vepouncause: ie togs of uso ot 1 no af [ected limb 
A. Hall of Spitters, Hundreds e {spidcrsrang)ng tu size from onure 
wa pal» ihe Fre af a two-man toot vein ch dadge û 0s стига 
spider bite leads to paralysis. 
Y. Stairs. This dark veccpy passage tonde down to llic lowest level of 
The keep. 

There 15 ШОС reasan то tasty эс thls level; по enc bat. A cO ar 
does, for these are Lil) pecs ами US gems of assessinaron Evco 
Vis, Ca past оў dio Фуат, роси гє vuliu accompedy hls Jord 
asluc visi دا‎ li twisted zu. 


The Ruined Castle/Levei 2-8 


UNDERCHANACRGT 


LEVEL z6 


UNDERCHAMBERS 


The Ruined Cayie/Level 3 
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Lorel Three 

1. Simics. О nus level, one Ол дс sacras of Ше getest reas) es OF 
Uoe wete T enlllsha ws pod one Frees th egavest d angcrs.None 
ot the Orcs eva: center Сох Ievcl of the beep; Ac-Gilarajooc 
enie these dart chambers. The siplisfrom the pred pus level lead 
one juloa wide walkwiy, the Holl of Runcs. 


2. Най ol Вима. The Hall of Ruucs is Ell of crypde clues te magje 
items and vrasurcs hide cisew bere en dis floor. For exempic, 
bebindthe «x/l-to-ceiling tapestry of a balt ke ѕсеоеоое will find did- 
denina crack inthewallastender, plinbtc key thas wd unleck a Bolo 
chest in the Grey? Меен and Y reasure Room down che ball (T o 
Gnd tlie hey іса оте s o Very Hard LW) Perecpdon Kol...) Messages 
inecribedob ilie wall was oe who еплег іо eave Фе wa) the y entes аз 
to vor vender unto deoch aud damn sion, A өө a passage l сэт Ecvel 
Ong een be entered is om chis Lal. 


3, Urcat V eapaas andl reasure Kuvia. Thy most valuable roomlies 
бсублӣ Lbe Аеоощі Loading Раг oen обо Һе їс weapons, some 
OF hena giako cdi o uel) i e, luct etd vaults, Тре dock on the 
duur aY €? узса (280 Ladisacap, Sipke but valnablesewelryis kapi 
ine plota'oconzechegion theflogr. @theritems ed 6m tlie wals, A pli 
(rap al the ех to the ballwa y mey dump hed cody er spodiked 
heasure-seeker into о 20* decp, spiked Mil below: PCS 1009 mak e à 
Mar (-10) Регетуіоо Roll to avoid the 1-5 "C" Ponause Crits in- 
ici б у the On irap 

Vemm Ry heal 

1. A +18 brondewoni. 

2, 100 gı vl jœ anıl pna 

3. Grr +O chain aml wha o? TO orome enc aibaoe. 

4 Mri ane + JÛ ço wearer DB 

S Wand of леге that dious mtam ила уа ad houw exige of Test 

٩, 2 13ag ef RUD Leader (шш. 

Т. Pre + Bacon. 
4. Мест ит dewch ond Magh Cals, The vo y dangerous chamber 
Geasumo ffihe Hallol Runos, The locks Lhedoor & Routloe{+30) 
to plok. Ispcibed on the oor i$ che folowing wur abt: 

Once she, (he me Wilf Nol дагу; 

Fordanter witi be tugh ta paet 

Whai someone сте, бо deer slams shutbehlnl lint восе every 

L2vannds, cwrevery iww minute The adventuree with agod scose of 
fime can птзойёе со lea va the mudi befozethie two nlinutey 4 xpireand 
conceenter 101: s quick специ. Тете hi to hale vo the inside of 
Ow door aad 2 other exits. Once the досег» ос, Uk wulls hegio may- 
ing in eo: de trapped fortune-seeker: Ше welî can bvslUpped med the 
door opened by sock Uy Ше two lite Verse inscribed oo the друг, The 
walls give cach ebavacuy tapped мна 1.S-E'¢ cash Cris, The 
wails mesc back automatically à Lec che Crush сшса)$ ale delivered, 
The luge Ше vuulü зо аб Duber hut Alah, Fat e jewels and 
Nau gic Henib мока О sp in teta) Signed Lo (or c one away from Ihe 
@ccot саро pod Tremare фото Suche оо. 


5. Room of Luring Light, This chamber is an enticing death trap. 
This chamber i emblazoned by a magic glow of warm amber, 
Nodbing is co be Souny (nstte but cbe wilt-Saypluy Gele, an œciéot 
сша ung 10\!! feveispell. Lf abe (lb viret Шзсэрєй, be aunis mo- 
ong ond moive) ва 3 auvai lai neapable of'independentac < 
жап um ifrescucd, 

4 Bate. Moly гип; о filucsybiulld peol rcouain. 


T- Feruts; These forges which ome rang with Urcetush ef iovcalumuut. 
meia) Jie quiel aod cool, 

8. Tcv. (ообо and nglicd пом, тіз dec К 100 [0У0С5 acaess io 
thr пйдесд/ зит scream (ал (tows № ound uie lewestucpüis обе 
beep. 


9. Loading PlatFernt. This wared o@geOsroct ucc also el fess es pe 
хо these wellilii to crus! iiel? Tute co tieezrvlog, unmapped subterra- 
Neso river thal оез bi, slough iyu of slie nlatforar (5 wide 
water Bow. {М Шш)! Fri ber Qn. бе Su ъс joins (be aboyegtovodcevet 
Wele бома tbreuyi wid hy che cies vali, The 4eiftcuereot. 
makessvy be wing ır in з very Шс атш dagkerüup уте бешу be 
а bwL)Ilc Бох» Beusby ште cottet] sad wocpest, There @ jou 
enaupn uty w uod lying мош tbc hlgbet pteas OF sbe plalfotm 10 
build s сай 


10, Vand of Kans. lus шеол water chamber contains both curse’ 
WEAPONS ang MAGIC (10705, Tbe Lock 10 Lbls vuogbel û Ea V emey 
Hutd C30) te jich. Putions sured Tier? tave cake] guo Ihe water, 
nod if i is swalluwcd, onc ries а pubaiootio! less al nemoty œ 
poisoniag. IA Character ipkra 1.100 huts.) Theceisc 189 chaoeeth ә! 
with has Пг dive, a PC will swallue water Every following dive in- 
trés» Uie change n | ingesting the tainted waler hy 59v. Scotiered 
thou Ne battem г Шис 12! dee penl are molde Items oda хоц? 
Wale out bubk , 


Veo! @ о boliu uf tbe gami: 

1, Аћасфак Jah imei Кей! story езу rrr vo unola invisibility 
иртэ rer выс tp fun huri 

2 . А Воб oih ندا حص‎ f е а са, ы ۸چ عام‎ clie) wib di Мер cadi 
retin) the Tanl, ml 

J. Tou 60 тәв= biel of of Came tha Lexus recov a UN lo gerry 
thee bores ve Lll In i he first а б, mac lı уса} биеп xur PEM. Wish 
wh jabsequentutu d the beares ef قاع الہ اا‎ base Ш> clus if rma- 
rw BW a wei mmi TU lrearthreplc eare nett Enr 10 momet 

4, а e elili tei Aram of Ics Ting ates when Зар а Гое come hin 19. 
өзи! SER by (i des Ruin ats 

9. лда aC raul ia pts оно wien the mara eile 50 bolol a 


тнеш) dly 
dı A сесте wë тув у (ên dee]. ы uwe be mmm (РЇ 
Uj gear Whe тегі їймє э Uc used Un (Р acca Uto н!) er g Ha) сс њаф. 


Gent, 

3, A age Sat [Kel dire ibr raters and ero rih of тиа m even booi 
maline. Ал: ШЫ) banm oleh burr 4 - 10-45 fe ec шыны Е m'al 
Sell Attacke. e МГ йөрт ear win Û шет u pier. 


A, АМ vd HUD Û gros me. ond gull pos 19716 ANG Ile мә) 
ezel ibeni the erra ol fe pred With each den Мы cum aaa 
adventurer КС! ота 12g meth né заав, 

9. Оно 

10, Gold Месе. 


МӘТ Lath wee и Moroner Ween йе peru / dU fo see wu) he omes va 
чол, ee PE cote 9. eral heals od -2V и iet Ar moy ny be as ra 
dex. А PC whe MNO se шна ris h nir) Denm vlan леге (мео 2-20 600 
ere 


Ц. Secret майт. Localed inside the Jewel and Mosie Vaults Roum. 
diege Cin lewd ugio Level2- ЉОЕ the Underc uanbers. Thessiaizs re 
quce а Vely Hord (:28) Peraebliaa Roll 10 diseqvel- 

12. Secret Exit, A hidden hole ind he wall Pan 10 feci by three Гес 
Vows 2:083) to che undog ound stream which circles the unde- 
chambers of the keep. A shortswiin downstream beoga one to the 
riverand a poodehance st escaping- 


«жы — =) 


No Jowcc levels exist, and no more геазасел oc ters erc to be 
Тима in this, the decaying but deadhis atsnucrous Castle in the 
Woods, Herubar Glace, Enteri£ you date, udveaturer, рпа тоу 
good fenune Light Your Tetb'( And the best of Juck se your widow 
anácbüdr cn.) 


A Hill-trolt Lair 


m 


A HELE-TROLI.LACLR — 


The Hill-tcolis boldiag Leduois Grunim captive huve Bullt thelr Шу 
within» sten y hWsurroundedhytteep woods. The lair la cc cupa ed by 
Û a Trolls: three adult malen, one aduli female, one Joleen! male 
tod. 20d  f'roll-baby. Ar NSM one ot wo ofthe adui males usu: 
2]y £0 он sanag 
L Entrance. The fifteen-foot high maln opeelng lato the cave y set 
welt Below the аду and a blo: tedby a boulder tha: tales two OF 
Vote wrong eo из 108, aide. One male Troll normally guardsibe 
Саке gah ance абет dark = whenhe manages г) say ewetc — while 
inside the tiber Trol фетр. Unk arwa 10 heloch 4M mised Toll, a 
застае entrance erts јем 1607 feet away from ite bovider-blc ted 
Ope HEY тес. The cre passage b» Вдох об by tree and Hovis bus 
accesible to rakd and Mardy сб mbers 
2. Saving A rra. The path from the Ediraacv bends 10 the Одо y, 
seedy edebe Hill-trolis call howe. Hinc [our mak Trolls Wee os. 
AED soudo 0095, cat, drink and baaz. A fu c aay Derm is ibe 
center of the chambr, a hoke mbc roof df ibe cave Wow theexape 
Of smoke. Their most commonly-used arms are kept handy here too, 
noar their bodsides. Empis sed smashed bottles and bons. ac xat 
tered aves the Noor of ibe cave 
ЗЛ ontore aed НоМйа Cel. Here Loddon end another man (eho 
dim io ine been lo ibe ас Œ (he Woods!) gr beld pure, 
lrenacally they atc chained jus lc» f ca nom ibe crei cul, a Jagg 
al boir» binb n completely bh» d odd y e large uih Poe cette aac 
fom the underground stream that leads vo she ovidde and to 
Sreedew doevirirkte out trom tenaathihe rock, The pthonene arc 
patie, Oy unguarded. However, once every four hour, one of ue 
ale Y tall îs supposed з0 check on ther ad 1bele chaor The four 
шай Thoth who ec copy (fe ltt ate ity ng to fatten she lean addon, 
dur tbrir olferings = bulf-cooked whdil and caw veptioo — have 
can wuh marked resistance from the pluchy young map, Bugio re- 
cenit іно OF careers lortpne. sekers, бе Moois Bl This ое and or 
the larger living area ere tiitercd wilh Босс» end АА о, But Coi 
this гох eof сод lortunc, Loddon Orvinonanul fiie felluw capilve 
would already bove Joined | holz Neahlcoy comma ex Inga uga, eter 
ral res 
4. Bret Wine und Food Storage (ell, Бле сваго utes od" wulilie 
Test and Wort Dann niod vito заз, Inc of ace bert nd msikl Fy 
supplies. 

5. Treasure Cell. Except at mci) ties (w hen n la лоф ушап! у, eil 
h mher Б wsually awarded була 41061 male F roll, A barga tolder 
blocks the way to аЛуоат larger ihano child ur ssmall Hobbli. Two 
atreng men could ioll ihe boulder aside with srest effort? inolde lle» o. 
small pile gf loot. 
Hema be he Pie 
L Two PhO гї bel ets OY vol wor abo 1 (р rece. 
1 A decem Сзади beh and Neoditamet сали. 
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NAME LOCATION [519 uns ar ve чиш» чиг os mona on 


HERLSAR GÛLAN 


К 
That, Ore (nm 
te 


THE LASTIMN; 
Radh Graium. 


TAVE ERY 
Нн tAr-Cifbrr 


EI 
Ll 


THE ТКО. ЗНАМ 


---9958-- 
ЕЕ 
727-42 


CODES AND COMMENTS 


KM. ~ bem. Al — Anner Type Че = No Armee, On ~ Cha. BE — Kapó Lohr; M. Sof Leather Ic Plane 
WITS — ни шш. VM — (экенле Minsa uf NPC (imchades ае, if any) 


MELEE, OR — Онно Hommes на Мей arid weapons sanl Wespos Abhreviatiana ойе ө OY s = iur! sund bı - Безне, а = ы йиш. ih = Pee andes! vane а, rta = жыю. 
ha маш аме; wh = wa har; Na fido ме, al = tls, чр wget. Maff, dd = dagger. эр = spaar; ИШ = mund laor. ja = peli. ре = pele өте. 44 ding: sp = жеры һи. 
siye shart rw, Ite hg bre uh > orem hewt Pr c hal er nme or teme 


124 


Expanding Rolemaster with MERP 


EXPANDING MERP WITH ROLEMASTER 


Middle-earth Role Playing (MERP) provides six professions and 
spelllists to 10th level. MERP is compatiable with Rolemaster (RM) 
which provides nineteen professions and spell lists up to 50th level for 
those professions. This section is concerned with two major ques- 
tions: 1) how to use Rolemaster professions within the MERP 
framework, and 2) how to convert existing MERP characters to 
Rolemaster characters. 


USING ROLEMASTER PROFESSIONS WITH MERP 


Most Rolemaster professions require spell lists from Spell Law (the 
magic system found in RM). Therefore, even when using MERP, 
Spell Law should be used to determine which spell lists a character of 
a specific Rolemaster profession can learn. Given these spell lists, 
Rolemaster professions translate easily into MERP professions. 

— RM Fighters, Thieves, and Rangers should be treated as MERP 
Warriors, Scouts, and Rangers (respectively). 

— RM Magicians, Illusionists, Alchemists, Sorcerors, and Mystics 
are handled the same way as MERP Mages for the purposes of 
Prime Stat (Intelligence), Development Points (CGT-4), and Pro- 
fessional bonuses (BT-6). RM Clerics, Animists, Healers, and 
Astrologers are treated as MERP Animists. 

— RMBards are the same as MERP Bards, but use Presence as the 
Prime Stat. 

— RMMentalists, Lay Healers and Seers usePresenceas their Prime 
Stat, use Animist Profession Bonuses, and use the Development 
Points given for “Mentalist” (listed later in this section). 

— RM Rogues should be treated as MERP Fighters, but use the 
Development Points eiven for “Rogue” (listed later in this 
section). 

— Treat RM Warrior Monks as MERP Fighters, but use the 
Development Points given for “Warrior Monk” (listed later in this 
Section). 

— RM Monks are treated as MERP Rangers, but use the Develop- 
ment Points given for “Monk” (listed later in this section). 


DEVELOPMENT POINTS 


Warrior 

CATEGORY Mentalist Monk Monk Rogue 
Move. and Man. 0 0 0 2 
Weapon Skills 1 1 1 4 
General Skills 1 1 2 3 
Subterfuge Skills 1 2 2 3 
Magical Skills 3 0 1 1 
Body Development 2 3 2 2 
Languages 2 0 1 0 
Spell Lists 5 0 1 0 
Martial Arts 0 5 3 0 

0 3 2 0 


Margo) Defense 


MARTIAL ARTS AND DEFENSE CATEGORIES 


The development points given above include two new categories: 
Martial Arts and Adrenal Defense. The Martial Defense category 
consists of a single skill called Adrenal Defense. If a character is not 
using armor or ashieldand he motes atleast 5 feet during a round, his 
skill bonus for Adrenal Defense is added to the character’s Defensive 
Bonus against all attacks which occur that round (he must be aware 
of each attack). 

The Martial Arts category consists of six attack skills (Offensive 
Bonuses, OB). The first three should use “Impact” criticals (CT-9); 
the last three should use “Unbalance” criticals (CT-4). 


1) "Small" Tooth/Claw Attack (AT-5). 

2) "Medium" Tooth/Claw Attack (AT-5); 
OB cannot be greater than the OB of #1. 

3) “Large” Tooth/Claw Attack (AT-5); 
OB cannot be greater than the OB of #2. 

4) “Small” Grapple/Unbalance Attack (AT-6). 

5) “Medium” Grapple/Unbalance Attack (AT-6); 
OB cannot be greater than the OB of #4. 

6) "Large" Grapple/Unbalance Attack (АТ-6); 
OB cannot be greater than the OB of #5. 


Weapon skill Profession Skill Bonuses" apply to these OB's. The 
stat bonuses for #1, #2, and #3 are based upon Strength, and thestat 
bonuses for #4, #5, and #6 are based upon Agility. All of the original 
MERP professions have no development points in these two 
categories. 

Note the critical type change for the two types of attacks and the 
restricts on the relative allowed values for the various OB’s. The 
Tooth/C}aw attacks represents “hard” Martial Art attacks similar to 
Karate, while the Grapple/Unbalance attacks represent “soft” Mar- 
tial Art attacks similar to Judo. 


Expanding Rotemester with MERP. 
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CONVERTING CHARACTERS FROM MERP TO ROLEMASTER 


When using material from Rolemaster (RM) with MERP, a 
Gamemaster must keep in mind that while MERP and RMare com- 
patiable, RMis more complex and detailed than MERP. This added 
flexibility in character capabilities will require the GM to make cer- 
tain decisions when converting MERP characters to RM characters. 
The following are suggested guidelines: 


— A Warrior may be directly converted to a RMFighter. 
— A Scout may be directly converted to a RM Thief. 

— A Ranger may be directly converted to a RMRanger. 

— A Mage may be directly converted to a RM Magician. 


— A Bard may be directly converted to a RM Bard; however, 
Essence will be the RM Bard's realm of power for spells (i.e., the 
spells must be treated as Essence spells, with the Bard having ac- 
cess to the Essence Open Lists NOT the Mentalism Open lists). 


— An Animist may be directly converted to either a RMCleric or a 
RM Animist. The GM may decideto makethis choicebased upon 
the character’s nature and use of the MERPspell lists OR he may 
allow the player to choose. 

A GM may allow other profession conversions for appropriate 
characters. For example, a Warrior who concentrated in light armor 
and stealth might be allowed to become a RM Rogue; a Mage who us- 
ed the Illusions list frequently might be allowed to become a RMiIllu- 
sionist; an Animist who concentrates in healing might be allowed to 
become a RM Healer; etc. 

After conversion, character development should proceed using the 
RM character development rules. We suggest that a GM allow 
MERP characters to keep their professional bonuses (MERPTable 
BT-6), but limit these bonuses to a 10th level maximum. 

Alternatively, a Gamemaster may decide to allow characters to 
continue using MERP character development rules, but convert to 
using the spell lists provided in Spell Law. 


CONVERTING SPELL LISTS 

When converting to RM, the spell lists “known” to MERP 
characters should be carefully examined. For each MERP spell list 
"known", either the GM or the player involved should make one of 
the following choices: I) Keep the MERP spell list OR2) Take oneof 
thecorresponding RM spell lists (provided laterinthis section). Both 
choices are limited to Ist-10th level spells. 

Characters may learn additional spell lists and sections of spelllists 
normally available to their RM professions. "Knowing" a MERP 
spell list counts as "knowing" one of the corresponding RMspell lists 
(GM or player choice) for the purposes of learning 10th-20th (and 
higher) level spells. The following chart gives the correspondence 
between MERP and RM spell lists for these purposes. 


MERP CORRESPONDING RM 
SPELL LISTS SPELL LISTS 
OPEN ESSENCE LISTS (aii are Open or Closed Essence Lists) 


Essence Hand Essence Hand, Shield Mastery 
Spell Ways Rune Mastery, Dispelling Ways 
Spint Mastery Spirit Mastery 

Essence's Ways Detecting Ways, Delving Ways 
Essence Perceptions Essence's Perceptions 

Physical Enhancement Physical Enhancement, 
Elemental Shields 

Lesser Illusions, Invisible Ways 
Unbarring Ways 


Illusions 
Unbarring Ways 


MAGE LISTS (all are Closed Essence or Magician Base Lists) 


Fire Law Fire Law 
Ice Law Ice Law 
Light Law Light Law 
Water Law Water Law 
Wind Law Wind Law 
Earth Law Earth Law 


Living Change 
Lofty Bridge 


Living Change, Rapid Ways 
Lofty Bridge 


BARD LISTS (all are Bard Base Lists) 

Lore Lore 

Sound Control Sound Control, Sound Projection 
Controlling Songs Controlling Songs 

Item Lore Item Lore 


RANGER LISTS (ай are Ranger Base Lists) 


Path Mastery Path Mastery 

Moving Ways Moving Ways 

Nature's Ways Nature's Ways, inner Walls 
Nature's Guises Nature's Guises 


OPEN CHANNELING LISTS (all are Open or Closed Channeling, 
Base Cleric, or Base Animist Lists) 


Detection Mastery 
Surface Ways 
Sound/Light Ways 
Calm Spirits 
Nature's Movement 
Protections 

Spell Defense 
Nature's Lore 


Detection Mastery, Locating Ways, Lore 
Surface Ways, Concussion's Ways 
Sound's Way, Light’s Way 

Calm Spirits, Channels 

Nature's Movement, Lofty Movements 
Protections, Nature's Lore 

Spell Defense, Repulsions 

Nature's Lore, Weather Ways, 

Nature's Law 


ANIMIST LISTS (all are Open or Closed Channeling, Base Cleric, 
Base Healer, or Base Animist Lists) 


Blood Ways Blood Ways, Blood Law 

Organ Ways Organ Ways, Organ Law, Nerve Law 
Purifications Purifications 

Bone/Muscle Ways Bone Ways, Muscle Ways, Bone Law, 
Muscle Law 

Plant Mastery, Herb Mastery 

Life Mastery, Communal Ways 
Animal Mastery, Summons 
Creations, Barrier Law 


Plant Mastery 
Direct Channeling 
Animal Mastery 
Creations 
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MERP/Fanias y Hero Conversions 


CONVERTING MERP AND FANTASY HERO STATISTICS 


Fantasy Hero (FH) from Hero Games is part of the Hero System 
family of role playing products. It uses a significantly different com- 
bat and spell system from those found in MERP and Rolemaster. 
The conversion of characters and creatures from one system to the 
other requires some mathematics but, if you play MERP or Fantasy 
Hero, the task should not present a great obstacle. 


TIME 

During combat or other situations where game time is precisely 
reckoned, Fantasy Hero uses twelve second "turns" which are di- 
vided into one second “segments.” MERP and Rolemaster (RM) 
employ one minute “turns” which are divided into ten second 
"rounds." For time conversion, we recommend the following: 


1 MERP Round = 3 FH segments 


1 MERP Turn 


Dueto the way the various game mechanics work, our suggested time 
conversion guideline is not exact. 


STATS (CHARACTERISTICS) 

The MERP/RM system uses percentile values (1-188) to describe a 
character's stats (characteristics). FH uses an open- endcd system 
with most values falling in the 5-20 range. We suggest the following 
conversion guideline: 

MERP stat = FH stat x 5 

FHstat — MERP stat / 5 (with a minimum value of 8) 
Thus, a MERP character with a stat value from @1 to 42 would have 
an 8 value for his Fantasy Here charactersistic. The following con- 
version table shows how MERP/RM stats and Fantasy Hero stats 
relate. 


18 FH segments or 1.5 FH turns 


MERP/RM Fantasy Hero 

ST (Strength) STR (Strength) 
AG (Agility) DEX (Dexterity) 
CO (Constitution) CON  (Consitution) BODY 
1G (Intelligence) INT (Intelligence) 
IT (Intuition) EGO (Ego) 

PR (Presence) PRE (Presence) 
AP (Appearance) COM  (Comeliness) 
QU (Quickness) DEX (Dexterity) 
RE (Reasoning) INT (Intelligence) 
ME (Memory) INT (Intelligence) 
EM (Empathy) EGO (Ego) 


When two MERP/RM stats correspond to oue FH stat (i.e., DEX, 
INT, and EGO), use the higheststat. Average FH STR and BODY to 
obtain the equivalent MERP/RM CO. 


SKILLS AND SKILL BONUSES 
MERP skills can be translated to Fantasy Here skills by simply 
comparing the name of the skill. Bonuses may bc converted by using 
the following conversion guideline: 
+10 MERP bonus = 4-1 FH bonus 


ARMOR AND WEAPONS 

RM weapon skills are keyed to specific or individual weapons 
(c.g.,arapier) rather than a grouping of weapons. In order to convert 
to Fantasy Hero, simply turn to the chart on page 78 of the Fantasy 
Hero guidelines to determine where to assign the weapon in terms of 
the appropriate general weapon skill category. 

Where weapon skills are broadly defined in terms of MERP's 
weapon categories, conversionis even easier. Fantasy Hero’s weapon 
skill categories are fairly close to those found in MERP, so simply use 
the following guidelines to find the equivalent label: 


MERP Fantasy Hero 
I-hand Edged Swords 
l-hand Concussion Axes, Maces, Hammers, etc. 
2-hand 2-hand 
Pole Arms Pole Arms 
Missile Missile 
Thrown Thrown, Javelin 
SPELL CONVERSION 


There is no room here to list each of the spell lists andthe myriad 
spell descriptions found in MERP/RM, nor is there space to 
demonstrate how to construct Fantasy Hero spells which correspond 
to them. The easiest approach is to use the following guideline to 
relate MERP/RM spell lists “learned/picked” to FH spell-caster 
Character Points spent on spell construction: 

1 MERP/RM spell list “learned/picked” = 
10 to 15 FH Character Points 


Note the common themes of the character’s spelllists and spells (e.g., 
“fire” in the Fire Law list) should be retained when converting. 


CREATURE CONVERSION 
Use following equivalences as guidelines for creature conversion: 
MERP/RM Fantasy Hero 
Offensive Bonus (OB)/15 ecv 
Offensive Bonus (OB)/10 Damage Class 
Defensive Bonus (DB)/7 DCV 
Armor Type (AT)/2 resistant ED and PD 
Armor Type (AT) x2 total ED and PD 
Base Movement Rate/10 Move in inches per phase 
Hits/10 BODY (min. 10) 


When two FH stats are given for one relation (e.g., ED and PD for 
Armor Type), average them before converting to MERP/RM. When 
there are two relations given for one MERP/RM characteristic (e.g., 
OB and AT), calculate both resulting valuesand then average them 
for the final value. 


Index 
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MIDOLE-EARTN ROLE PLAYING 


” 
Е 
MERP can be used with à 
variety of game aids ү 
ncliuding 
* A CAMPAICN AND 
ADVENTURE GUIDEBOOK 
FOR MIDDLE-EARTH x 
* The MIDDLE-EARTH POSTER MAP 
* The MERP COMBAT SCREEN 
* Ready-to-Run Modules containing 
easy to pla; adventures 
* Adventure Modules covering specific towns IRON CROWN ENTERPRISES, Inc. hold 
and locale exclusive worldwide license for FANTASY RC Li 
* Campaign Modules detailing large regions; anc PLAYING GAMES and ADULT BOARDGAME 
* ROLEMASTER", ICE's advanced role playing based on ].К.К klen's THE LORD OF TH 
game system à RIN ind THE HOBBIT 
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